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EDITORIAL | as 
No, dear friends, this certainly shouldn't happen again - but... Anyway, fi- 
nally, here it is (Stressie, the new E-monster) - and I hope you excuse this 


new delay and feel that, after all, it was WOrtR tower for ate Ghetd 1 

tell that the next issue of £ is scheduled for late March - and that I even 
believe that I shall meet this schedule, more or less exactly? Well, we'll 
see. In any case, you'll have something to read now, for some weeks or sQ... 
Thanks for the many Season Greetings ~ I hope you had a good start too. 

And thanks also for having been so patient: I appreciate to have such marvel- 
‘lous readers. Yours sincerely as ee ae 
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PRICE-DIFFERENCES between prices 
given in issue — 15-18 (Europa) 
and this pricelist: this price- | 
list got typed later and gives 
the correct prices. (Differences 
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DELIVERY normally is very prompt; 


Raf ce Meisel sone i aes) <5) re ene 
PRE-PAYMENT: Orders get only ful- 


forders for.games which didn't get 


due to 4/¥-value increases.) 


STOCKS are still low for some 
items; in some cases you therefo- 


‘re will/might have to wait. But, 


be sure that I am centinually 
trying to increase my stocks and 
to reorder ell items in time. 
However, this is not always easy: 
due to the high amount of titles 
I'm offering, the lack of know- 
ledge which games you will order, 
and US-delivery problems which 
are out of my control. 

(Please, consider that it takes 
up to 10 weeks far goods to arri- 
ve here from the USA...) 


in most cases I mail orders the 
day after the arrival of the mo- 
ney. 

Delivery 2s on your-xsisk. To en- 
register a parcel, add SFr/DM 2.- 
~-.50, SKr 3.50 (normally not re- 
ally necessary, though}. 


me 


filled after the arrival of the 
money. T also don't keep track of 


paid in advance. (I need a curse 
oe steady flow of cash to be 
able to stock new games and to re- 
stock the oid — ones. 


TUK CUSTOMERS: Send money to Dave | 
Watts, d2 Bastieighn De, Mibrord 
Haven, Pembs SA73 2LY, Wales/UK. 
But inform ME what you want to 

get (and also complain with ME 
only, if you didn't get something) 


ivians only. 
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fa Swiss bank) or USS (drawn to 


Y-PRICES for people living in the 
UK only; SKr-prices for Scandina- 


Haas, Postfaeh 7,. CH-4024 Basel 24; 
Switzerland.- Postal giro-accounts) 
Switzerland: Basel 40-61365; Ger- 
many: Karlsruhe 707 55-75/7.- 
Checks only if in SFr (drawn to 


an US bank). 


CATALOGUE with short info on most 
of the games sold by v2 (ca 14 pa- 
ges): SFr/DM 1.60/45e/SKr 3.- 


2 
“IDISCOUNTS: 5% towards your next 
buy, if order {of available items, 


i.e. items in stock according to 
thas .2ist) over SFr 200, 6D okt ho 


Games/Rules *. SFr/ BM V Ske ** |SPELIAL. FEBRUARY: OFFER: All -ox- 
Panzerblitz Variants: eee - ‘chee Pou bing games/rules only, 
ie, Deas Prochorovkay 280 board: ‘ i.e. not playing aids) reaching 
? f; 
": Stalingrad,Tarawa) 5.90 1.50 6cik i: JE DE EOS Feb 20 and emounea ng ao 
es over SFr/DM 6&,-//1- fSKr 120 wes 

PBM Rules (Computer) 3.20 -.B80 5.5 F ‘ " oe 
Poland 1939 CE Ma.2 S000) Bie (ev 4 ditionally to the other dis- 
eae caste eme A Ge. ie. er pee) Beech cheer eae 

Y1.50/sKkr-10.-; offer expires ex- 
Quebec 1759 C5 32.90 7.60 55.- ee ee 
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ZEROING IN ON BORODING (Ralph Vickers, Spain) 


Every serious newcomer to conflict simulations should know "Barodino” (SPI). 
It's a clean, simple basic game ideal for beginners, yet to be played well 
it requires a thorough knowledge of. wargaming's fundamental tactics and 
tricks-of-the-trade. : 
There aren't a lot of games suitable for learning the hobby's ABC's. Simpli- 
city isn't the only criterion. SPI's “Battle for Germany" is a clean, simple 
game but it makes hardly any demands on a player's skills - essentially it's 
just a brute conflict of erosion. "Borodino"'s derivative games = the se 
quads, for instance - are.usually not really apt because the fundamentals 
that shoutd be facussed on are clouded by rules of supply, leaders, morale 
and so on. Yet-"Borodino" isn't dull like "Napoleon at Waterloo". It's a 
_tense, finely balanced cantest. requiring sound judgement on both tactical 
and, strategic levels that even battle-wise old wargamers can enjoy - and 
thunkingly lose if they don't carefully mind their P's and Q's. 


"Borodino" is a simulation at division-corps level of the last great battle 
fought by Napoleon in Russia in 1812. It was published by SPi in 1972 and 
still holds a respectable place on the pop charts. It's among the best war~ 
games produced, but it's not a ‘great! game. It will never gain a pedestal 
in the Hall of Fame beside SPI's "Panzerarmee Afrika", colebrated for its 
uniqueness. Nor is it a classic in the sense that Avalon Hill's "Stalingrad" 
and SPI's "Barbarossa" are classics. "Borodino" (to plunge into the quick- 
sands of controversy) is flawed because its CRT (Combat Resolution Table) 

is heavily burdened with Exchange results without step reductions. 

“From time to time by some insidious alchemy bad ideas creop into the stock- 
in-trade of wargame designers. Examples of these currently enjoying fashion 
are mindless panic rules and command control that depends on location. But 
the first of them was the EXchange. 

_It is just not reasonable (and it sure aint funny) that the Russian fth In- 
fantry Division (a 5-4) can attack the French 3rd Infantry Division (also a 
5-4) at 1:1 odds and the direst consequence it need fear is a retreat of 
one: hex; yet if the Russian 7th attacks the French VIEI Cavalry (a 1-5) at 
overwhelming 5:1 odds, there's a 33% chance that the 7th will be totally an- 
nihilated! (And it's poor consolation to the bereaved Russian commander 

that the cheeky little VIII was also wiped out.) Thisjweird concept - it: 
marred "Winter War" among other fine games - enforces an unrealistic conven- 
tion that no large unit will hazard an overwhelming attack (unless its com- 
mander is a chronic Devil-may-care loser) without support from some ‘small 
change! unit to pay off the EXchange costs. But this unfortunate aberration 
is far outweighed by the game's merits. 


The "Borodino” map is half-sized, the other half of the sheet being filled 
with various charts: two CRTs, Turn Record and Reinforcements, Terrain Ef- 
facts and initial set-ups - everything is handy. There are about 50 units 
to a side representing infantry, cavalry and artillery. Hexes are scaled at 
A400 meters. Each Turn represents one hour. There are four scenarios, three 
short games cach simulating one day of the battle, and a grand battle game 
of 42 turns including night maneuvers. The Turn sequence is Movement and 
Combat. Combat is with adjacent enemy units (except artillery which has a 
range of two hexes) and is mandatory: ZOts (Zones of Control) are rigid. 
The only complications are special rules about the Russian fortified re- 
doubts marked on the map, and optionals on Impérial Guards and Moscow mili- 
tia. The rules are clearly written and playable; although a short errata 
was published in "moves" 9. 


How does a novice to wargaming tackle a game like this? > 

After he has digested the rules, the player should make a detailed survey 

of the CRT to uncover quirks and the break-even point. There are no quixrks 
in the sense meant in the "Boredino” CRT. It progresses smoothly from At- 
tacker Eliminated at 1:5 odds to Defender Eliminated at 6:1 odds. An example 
of a quirk can be found in the CRT of SPI's excellent game "American civil 
Wart. In that game if a player attacks six times at minus one odds he can 
expect to accumulate six losses to the defender's two. Fair cnough. Thus 
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the sum of the minus one column is 6/2. But take a look at the sums of the 
Blue columns: 14/5 2200/9. S2t2/ie “eile d “Seis sie “Gt s/1 eB ee eT 
ag The 2, 3 and 8 columns are unfavourable to the attacker. These are 
quirks. 

The break-oven point is very important and should be fixed firmly in the 
player's mind as part of his game doctrine. The break-even point is the at- 
tack odds at which the attacker has an even chance of winning. 

-In some games, for one reason or another, this point is difficult to calcu- 
late. Hut to got to the crux of the matter, a player should always strive 

to make his attacks at or better than the break-even point odds. He will ne- 
ver voluntarily attack at less. In "Borodino", however, suicidal attacks are 
often mandatory. This cule should be used to advantage: sec Appendix, Doro- 
mino Opening. Naturally, there are exceptions to all rules and dogmas - see, 
far example, the CRT of "Battle for Germany". In that game there is a blood- 
less 1:2 attack that can sometimes be used for an advantageous retreat. Any- 
way, in "Borodino" the break-even point is easy to find and remomber: it's 
L:l1 odds. In this column there are three Dr's (Defender Retreat) and three 
Arts (Attacker Retreat). 


After a player has picked up his side and scenario he should make a theore- 
tical reconnaissance of the game situation. But before we get to that we'll 
have to look at the map. 

Not much toxrain. A scattering of wooded hexes that prohibit ontry (except 
along reads), a few towns that double defense, a couple of streams to impede 
progress, three redoubts ta bar the French advance, and a river that chan- 
nels most of the action to the southwest corner of the board. This river 
runs roughly from the center of the French side of the map (the west) to al- 
most the conterfolds, then meanders off to the north. 


We'll zero in on the grand battle game and begin from the French player's 
point-of-vicw. 


Initial set-up finds the bulk of the Russian army deployed along the veered- 
off part of the river in the upper lefthand region of the map. The French 
are scheduled to enter the field a few units cach turn at the map's lower 
righthand side. Hore they are confronted by only a weak Russian left flank. 
Botter still, a spécial rule (based on historical fact) prevents the Russi- 
ans from shifting heir army en masse to meet the French advance during all 
the first day. The Russian left flank may maneuver freely, but during the 
first three turns the rest of the troops buff their nails. During the next 
five turns the Russians may detach one unit per turn from the main army to 
reinforce the hard-pressed left. Thus ends the first day of battle. 

There are two night moves when both sides can improve their deployments but 
combat is not allowed. From these night moves onward the whole Russian army 
can move. There are still restrictions on the Imperial Guards of both sides, 
but let's get back to the theoretical reconnaissance. 


First the player should determine the essentials of the game situation, then 
note any advantages or disadvantages inherent to the sides, and finally de- 
vise a theoretically optimum strategy of play. 

(There's no way of proving it, but personal experience scems to confirm that 
a player who makes a plan and sticks to it plays better than if he shifts 
and jerrybuilds his strategy each turn in conformity to his transitory tac- 
tical successes and misfortunes.) 

Don't confuse the victory conditions/objective with the game situation. In 
the grand battle game the victory conditions are a melange of destroying 

the enemy, occupying the main redoubts, and for the French exiting troops 
off the far edge of the board. 

But the essence of the game situation is two long, straggling columns of war~- 
riors marching headlong into battle. You have to imagine a long French co- 
lumn extending 'behind' the lower righthand entry hexes of the map, and the 
Russian column approaching from the upper lefthand region. Onco this fact 
has been percoived it immediately becomes obvious that the army that fights 
closest to its 'source* will enjoy an advantage of numerical superiority - 
its reinforcements will arrive sooner. Who was it who said the key to victo- 
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ry was to "git thar fustest with the mostest"? 


The game situation gives the Russians a slight advantage - within limits 
they cam chose the site of the struggle. But this can be offset by French 
cunning. 


The first turn begins with the arrival sn the map of a vanguard of six divi- 
sions of feisty French cavalry. But before we finally get this game underway, 
one more grumble: The French cavalry begin from hexes marked "Bb", The errata 
clears up the point as to whether the placement of a unit on an entry hex 
costs a movement point: it doesn't. (Strange the play testers never asked 
this elementary question...) But it still isn't clear whether the French 
player must lay out all six cavalry on B hexes, then begin his move; or whe- 
ther units can enter consecutively from a single B hex. (What to play tes- 
ters DO?) There would be an advantage to the French if this were so. Howev- 
er, one gathers intuitively that all arriving units are laid out, then the 
mevement phase begins. 


Here come the plumed and burnished French. Ideal play would be if the French 
horsemen charged straight up left field for the distant goal of the main re- 
doubts with the rest ef the army trudging behind. Ideal for the Russians. 
Each successive wave of the French advance could be chewed up piecemeal. No, 
there should be no dashing heroics. The French cavalry in this sector should 
be initially employed as a screen, not as a spearhead. 

The prancing ranks of French steeds are divided in two by a cluster of woo- 
ded hexes. The left wing (usually three 2-5's and one 1-5) is confronted by 
the Schevardine Redoubt which is flanked on two sides by towns, and a picket 
line of Russian cavalry, infantry and artillery: five units totalling 15 
combat points. Total French strength at this moment is 11. Moreover, the Rus- 
Sians are deployed just beyond reach. This confers on the Russians the ad- 
vantage of being able to make the first attack. 
As will be seen later, if the French advance badly deployed the Russians may 
make the first strike and have a fair chance of retreating the French in 
awkward directions, pinning them there; thus obliging the French to rush re- 
inforcements to this sectez even if they had other plans. In other words, if 
the French bungle, for a few turns the Russians can dominate the situation. 
This would not be a major advantage granted, but wargames are won by the ac- 
cumulation of small advantages. 


“Fer all practical purposes, ne matter how little the French advance on the 
opening move they are exposed to Russian attacl. Therefore the French usual- 
ly push forward boldly to the limit of their movement capacity. By doing so 
it can be argued that they gain three advantages: 

1) They get their advance well underway. 

2) The oncoming French reinforcements have plenty of room to maneuver, and 
the entry hexes are safeguarded against a possible blockade. (If such an un~ 
likely event the errata says: "... reinforcements enter on the nearest map- 
edge hex not in an enemy Zone of Control.") 

3) The French can occupy the town of Doromino thus doubling the defense va- 
lue of one unit. Dornmino also opens the way to outflanking the redoubt and 
other unpleasantries. 

But does all this conform to the theeretical optimum French strategy? 


There is only one best strategy for the French: to channel the main mass of 
their advance up right field. The long-term goal should be the capture of 
the town of Utitsa some four moves up the board. 

If the French can ,capture this town, which is surrounded by difficult woodec 
terrain, on the first day they can almost certainly outflank the Fleches Re- 
doubt on the second day - and win the battle. But there are short-term ad- 
vantages to this plan as well. 

Every player of this game knows that the ideal tactic is to get behind an 
enemy unit, then attack it frontally at 1:1 odds. By blocking the enemy re- 
treat there is a 50% chance the defender will be eliminated - and for the 
attacker no Sisk of an EXchange. By arraying their army along an L-shaped 
front the French enhance their opportunities for this maneuver. And the L 
should gradually beceme a pincer squeezing shut. The French should maintain 


pressure of the left but should think carefully before pressing an advance 
there. The ‘dream game! would be for the French troops on the right. to cross 
the field and cut off the retreat of the Russians still defending the Schevar- 
dino Redoubt. 

Finally, a right flank attack on the" Utitsa front confers an the French one 
paramount advantage; it establishes the main battleline at the furthest dis- 
tance from the ‘source! of Russian reinforcements. 


Conversely, this latter point is the strongest argument against a main 
French advance on the left. Here is where the Russian reinforcements can are 
rive soonest, not to mention the thickets of towns and fortified redoubts. 
For the French reinforcements the distances to the right or left are equal, 
so why take the path of most resistance? 

Not only that, there are two disadvantages the French should avoid by a 
right field advance, but these are better viewed from the Russian side of ,. 
the board (see later). 


For the moment, let's take another look at that bold French opening move and 
see if it still looks cunning: . 

(We are dwelling on the first turn because in "Borodino" if often sets the 
pattern for the entire game due to the difficulty of disengaging forces once 
they are locked in battle.) 

1) It gets the French advance well underway, but it establishes the battleli-~ 
ne just about where the Russians would like it. Ideally for the Russians the 
battleline here should be situated within two moves of their yeinforcements 
initially deployed around The Fleches, and just far enough withdrawn that it 
takes the French infantry two moves to get into action. 

2) Tt blocks any hope of the Russians "falling into the trap" of advancing 
beyond Doromino where it would take their reinforcements ages ta arrive whi- 
le fresh French troops would be constantly Johnnies-on-the-spot. 

3) The occupation of Deromino by French cavalry is premature. A cavalry unit 
cannot launch a meaningful attack in this sector at this stage (unless the 
Russian commander is a French sympathizer) and worge, if the Russians take 
umbrage at such audacity it could possibly end with the destructian of the 
French cavalry for nothing gained (cf Appendix: Daromino Opening). Leave Do- 
romino to the infantry. They are strong enough to hold and exploit it. 


The best French opening is to advance two to three hexes to establish a . 
straight line from the town of Fomkina on the left ta the approaches of Dore- 
mino on the right. This is a line a wise Russian will not approach. Thus the 
French will have gained the small but important advantage, when they are ful- 
ly ready and prepared, of launching the first attack. 

We're not quite finished with the French yet. The right wing of their prans.:. 
cing ranks af steeds still hasn't received its orders. These two divisions 
(both should be 2-5's) should be dispatched hellbent straight up right field. 
These units should be employed as cavalry is meant to be employed: toa harass, 
feint, break through or tie down superior enemy forces. These two divisions 
should be the Russian commander's most taxing problem. So as they charge 
across the field, sabres glinting, let's view them from the other side. 

The Russians often come to grief on the, first day because they are too fru- 
gal in allotting forces to guard the approaches to Utitsa. If those hellbent 
French cavalry units break inta open country beyond the woods they can cause 
havoc. But they can be neutralized. 

During the first two turns French interest is usually fixated on Doromino. 
(The special problems of this town will be discussed later.) So only those 
two cavalry divisions threaten Utitsa. More often than net (perhaps fixated 
on Doromino themselves) the Russians will begrudge more than twa cavalry di- 
visions of their own to oppose the French Utitsa threat. This is a mistake. 


The Russians should inscribe as dogma in their game doctrine: Secure the 
Utitsa front with overwhelming force. 

There are only two units that can accomplish this mission at the appropriate 
time: the 5-4 that begins the game deployed in the Schevardine Redoubt and 

a 6-4 in the reserves. (For details: cf Appendix: Game Analysis). Eleven 
combat points diverted from the ‘front! to thwart a mere four cavalry points 
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of a town and a redoubt that clearly the French will not attack. The withdra- 
wal frem Schevardino should not commence, however, until the French are both 
firmly committed to the Utitsa front and have made some progress. 

2) Major Russian units should be deployed roughly in the area between Sche- 
vardino and the westernmost tip of the Utitsa woods. A strong center is usu- 
ally the best deployment in these types of games, but in this case it is vi- 
tal to prevent the French from splitting the Russian army in half, which 
they can effectively do because of the configuration of the woods. To the 
French this sector is the Russian jugular. 

3) If the French press their attack to drive a wedge between the Russian ar-~ 
my, and if it appears they will succeed, then the rule of thumb should be: 
At least two major units assigned to Utitsa strong enough to fight a rear- 
guard action through the town and woods, and -a screen of forces on the other 
flank sufficient to slaw the French advance on the main redoubts until en- 
ough oncoming Russian reinforcements can arrive to stabilize the situation. 
Obviously sound judgement is required to make this apportionment of forces. 
Better to err on the side of Utitsa. That town must not be given up on the 
first day without a fight to the last man. On the other hand, the redoubts 
themselves in a situation of extreme peril can be saved by the timely inter- 
vention of the Imperial Guards (more on this later). In other words, it is 
quite possible for the French to capture Utitsa on the first day even against 
a skillful opponent, but it would be highly unusual for them to seize the 
main redoubts. If they do, then samething has gone wrong. 

4) Ignore the Borodino side of the river as long as the French do. 


If main French attack on left field: 

1) The usual rule that the straightest, shortest defense line is best does 
not apply here. The Russians should attempt to establish a straight line run- 
ning through the Schevardino Redoubt, but they can afford to allow their 
flanks to be bent back until their line resembles a wedge. (Cf Appendix: Ga- 
me Analysis.) This formation usually allows the Russians to maintain a 
strong force of mobile reserves. 

2) Except on the first turn (as déscribed in Doromino Opening) the Russians 
should not occupy the town of Doromino. It is too far forward, too exposed, 
too handy to attack by newly-arrived French reserves. Russian forces that 
seriously attempt to hold the town either perish in a 1:2 attack, or find 
themselves cut off. 

3) As soon as possible threaten the French flank from the Borodino side of 
the river. This force should be mobile - at very least two 2-5S's - formed 
around a mucleus of a 4~4 or 5-4. Only rarely will a French commander fail 
to confront such a threat with a superior force: thus the Russians recoup 
some of the 'profit' lost to the French on the Utitsa front. The eventual 
goal of the Russians here, aside from crossing the river and kicking the 
French behind, should be to seize control (the Cossack 1-6's are good units 
for this mission) of the "A" hexes. (More comments on this later.) 


But now this discussion is beginning to stray into the second day of battle, 
and we haven't mentioned night moves yet. Before we go on, let's finish our 
analysis of the opening moves. 


Appendix 

In order to follow this commentary it is first necessary to mark the game 
map with the AHIKS PBM grid. With north at the top letter down the left side 
A to —E. The columns run NW to SE; starting at lower left, number 1 to 46. 
Valvyena is P-ll, Masslova is F-38, Doromino is X-9. 


Doromino Opening 


eee eee ie rs ore mate ge er eave oe hee oe rete ee saan Sie 


French Initial Deployment; Turn 1 Russian Initial Deployment; Turn 1 
2-5 V6 ELE 2-5 R14 Si? 

2-5 WS V9 2-5 T12 Ul2 

2+5 = X5 X9 4-4 V13 Y9 

1-5 Y4 WS 2-3 W13 Wil 

2-5 AA3 CC4 5-4 Wil AA 

2-5 BB3 DDS 
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Turn 1, French Move: At a quick glance this looks like a normal Doromino ope- 
ning. All units have advanced to their maximum movement allowance and Doromi- 
no has been occupied by a French cavalry division. 

But this move is so bad that the Russians are justified in taking some risks 
to win an advantage from it. A correct Russian response may inflict casual- 
ties an the French, but that 16 secondary. Primary sim as to anvelyve the 
French on left field. 


Turn 1, Russian Moves The Russians must make a bad deployment, bad in the 
sense that it dnes not make provision for their needs in the second turn. Un- 
der normal circumstances it is imperative that the Russians transfer one of 
their cavalry divisions to the Utitsa front on the second turn. (Ses why in 
Game Analysis.’ But in this situation there is such a good chance to estab- 
lish domination that a calculated risk is justified. 

The attack by the Russian 4-4 against Doromino is at 1:1 odds - a 50% chance 
of success. Note that the attack is made from Y9, not X10. Because, if the 
attack fails, the 4-4 on X10 could be retreated to Xll leaving the 2-5 in 
Dorominn a wide open way to attack the flank of the Russian 5-4 on AAG in 
concert with the two 2-5's charging up the Utitsa front. At this point it is 
vital that the 5-4 not be budged. 

The Russians have refrained from attacking the French left because there is 
nothing of value to be gained. Worse, if a Russian attack in that sector was 
repulsed, the Russians could be retreated tawards the river leaving open an- 
other attack lane for the French. The Russian artillery in the redoubt also 
held its fire against the French 1-5: the last thing they want to do is dis- 
lodge that unit. 

Back to the storming of Doromino. If the Russian attack fails, no harm is 
done. The Russians will be retreated either to Z9 or Y10. A French cavalry 
unit would not dare to pursue them. But assume the Russian attack succeeds. 
The French 2-5 in Doromino retreats to X8 and the Russian infantry advances 
into the town. The French 1-5 and the retreated 2-5 are now locked in combat 


with the Russian 4-4: doubled in defense by the town. Moreover, there is no 
way for the French to reinforce their unlucky comrades. The town must be 
counterattacked at 1:3 odds - a 66% chance the attackers will be wiped out. 


Modified Doromino Opening 
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This opening avoids the pitfalls of a premature occupation of Doromino. A 
possible Russian repiy: ; 

225's on Sil, Yi2; 4-4 on -Udls 2-3 ani Wil; 5-4 on AAD. 
Note that one Russian 2-5 has been shifted to the Utitsa front. The reason 
for this will be seen in the Game Analysis. If the Russian attack is success~ 
ful the French cavalry will be retreated to T9 and the Russians will advance. 
This will lock two Russian units into a l:l attack next turn. There is no 
danger of French infantry reinforcing this attack. The advantage to the Rus- 
sians is, for little risk, it impedes the progress of the French advance for 
one turn and will possibly convince the French to reinforce this sector. 
Even if the attack fails and the Russians are retreated to Ri2, the French 
will still be unable to make better than a 1:1 attack next turn. So effecti- 
vely the strong French advance has been neutralized. 

This is a 'safe play'. But for the Game Analysis the Russians attempted a 
much more daring strategy. 


Game Analysis 


The Russian strategy in this game (cf Order of Battie) was to make the Utit- 
sa front as unappetizing as possible, thus hopefully to draw the French into 
a left field advance. The Russians declined the opportunity of a first turn 
attack because this did not conform-to the daring overal strategy they had 
decided on. Note how the extreme Russian right flank is defended only by a 
lone cavalry division. Moreover, they have not even tried to deny the French 
access to the river crossings. (The value of the river crossings at this 
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point is debatable. We'll discuss this point later.) Note that the errata ex- 
cludes the two Moscow Militia units on V24 and V25 from Imperial Guard ru- 
les: they may move normally. 


nem eee eee om meee nen wwe ane Dla sal dee ee ane Net tl ge POOP NGL Pe SD wD Mild tls OR Stet ot mR a 


French i. 2° 3 4 3 6 
2-5 V6 Ti0 R13 R14 Ri4 $15 S15 
2-5 WS V9 Si2 S12 S12 512 S12 
2-5 X5 x8 Ti2 Tl2 S11 S11 Sil 
1-5 Y4 US Tail Til Til Til Til 
2-5 AA3 CC4 BE? BB? ELIM E E 
2-5 BBS DD5 DDLO DDS DDY DDS DD 
4Am4 X45 ~_— xg x9 ULL U1? U12 
2-5 V6 a V10 Vio ELIM E E 
7-4 V6 ~~ -— VG T12 T13 T13 
5m4 XS os — Z¢ Zf YS Y9 
7-3 V6 — ~~ ~- V9 VIO Vib 
7~4 W5 -—— -— -— Ww9 Wid Wid 
5-4 X5 ~~ -— -- x9 X10 X10 
6-4 X5 —— ~— ~— ~—— Zt BBY 
6-4 V6 ~— -- — ~— Ww9 U2 
2-5 W5 -— ~ -~ -— x9 xg 
5-3 V6 ~~ ~~ -- --~ ~= V9 
3-4 X45 oo en os -— —— Z7 
Russians 

2-5 R14 S13 ELIM E E E E 
2—_5 T12 Y10 Cell BB8 ELIM E E 
4-4 V13 V12 Y10 Y10 Y10 Y10 Yio 
2-3 W113 Wil Wil Z9 Wi2 Wi2 wi2 
5-4 Wl AAQ AAQ AAB AAB X11 X11 
5-4 Ul18 u15 V12 V2 V12 V12 Vi2 
7-4 V18 V15 T14 T14 T14 T14 T14 
6-4 W117 Y13 CEi3 CC1lL YIl AAG AAS 
5~3 V9 V16 Via Wil Wii Wil W12 
1-5 V20 UL? U1a4 U1T4 V14 U1L3 U13 
3-3 V24 Y21 Z18 BB15 CC12 CC12 CCl? 
3-3 V245 V22 U20 T18 S17 515 UL4 
4~-4 N23 — ~~ ~— Q20 Sif V13 
2-5 L29 _— ee -~ _e M24 O19 
5-4 M25 —— we -~ ~— -- N21 


Turn 2,.French Move 


The French could not resist the chance of destroying the lone Russian 2-5. 

A loin 6 chance of a De (Defender eliminated). Whatever the outcome they 
will be threatening a flank attack. They have taken firm control of Doromino 
with infantry and are also developing a fine cavalry threat on the Utitsa 
front. All is going well. 

French attack: Die Roll 1 = De!. Advance French 2-5 from sl2. 

Turn 2, Russian Mave 


Naturally the Russian commander was disappointed that his 2-9 was annihila- 
ted, but the 16% risk was justified, he felt. It was a sacrifice that enab- 
led him to position his 7-4 on 714 unopposed. The Russians have now built a 
very strong defense line. But have they traded too much ground for this ad- 
vantage? We shall see. 

Note that the French on the Utitsa front have actually involved 13 Russian 
combat points, and there was really nothing else the Russians could do. 
Russian attack: Die roll 6 = Ar. Russian 2-5 retreats to BB12. No French ad- 
vance. The outcome of this attack was immaterial. Plainly a French advance 
would have been fatal. 


Ray ee aut eS RE gr eat, I fart amt cote tage) awe, Seb ohmic) "omm: ocser a” SRR SRE. aie. Bi RAMS Sie” A neni Catan arian, Fain aes aN EE ee eee ee ae 


Turn 3, French Move 


A temporary stalemate..The French commander is too battle-wise to take foo- 
lish risks, such as making profitless attacks at less than even odds. There 
is really only one possible attack: advance the 4-4 to Y9 to attack the Rus- 
sian 4-4 on Y10. At the same time occupying Doromino with the 7-4 supported 
by the 5-4 and... Thoughtfully the French commander shakes his head. The 
odds are he would lose his 4-4. A good decision. A piecemeal advance is not 
advisable. If he is going to launch an attack here he must wait for one more 
turn. Fleetingly the French commander regrets that the Russians did not en- 
gage his troops along the Fomkina-Doromino stream. If they had, he could 
probably bring his two newly-arrived infantry divistans inte ection this 
turn. Now has come the time when he must decide on his basic strategy. The 
Utitsa front looks tempting, but to exploit that he needs more cavalry - 

and the bulk of them are already way up left field. Screteh GT Utitsoe as 
the main theater. He'll be damned if he'll admit the attack against the 
Russian 2-5 was a mistake. The French commander decides to compromise. He 
sends the 7-4 trudging up left field and dispatches the 5-4 off to cause 
trouble on the Utitsa front. 


The Russians are feeling pretty chipper. So far they have 48 combat points 
(including increments for fortified positions) to deal with a French force 
of 33. The Russian commander figures it will be at least one more turn befo- 
re the French can begin to develop their attack, and by then he wall have 
his forces deployed to maximum advantage. The Russian hopes the French are 
impatient and will attempt a frontal attack on the Schevardino Redoubt, 

thus according to the Russians the full advantage of their fortified posi- 
tions. But at the same time the Russian isn't going to underestimate his op- 
ponent. He's quite aware his two weak points are the 7-4 on 714 and the 5-4 
on AAG. It's time to shore them up. There's still plenty of time to worry 
about the 7-4, so reinforcements to the Utitsa front. Note that the movement 
of the 2-3 from the redoubt to Z9 -accomplishes two purposes: it discourages 
the French 4-4 from attacking the Russian 4-4 on Y10 and puts the artillery 
in a position to add weight to the attack on the French cavalry on BH? - a 
good move. 

Russian attacks: 1) Russian 2-3, 5-4 & 2-5 vs French 2-5 on BBY; adds 4:1. 
Die Roll 5 = Ex. Remove both 2-5's. Not the result the Russian was hoping 
for, but better than a Dr; no advance. 

2) Russian 5-3 bombards French 2-5 on V10; odds 2:1. Die Roll 5 = Ex! Now at 
least the score is even. Remove French 2-5. 


A very important principle of tactics might have been learned here if the 
Russian commander had been a novice instead of a cunning old vet. So for the 
sake of the lesson let's assume for the moment that the Russian player is 
inexperienced. 

Look what he's done! He's moved his 1-5 to T15!"What's the matter with 
that?" the novice demands in all innocence. 

The French commander doesn't reply, but his lips twist into a grimmace of 
satisfaction. He orders the 2-5 on RL4 ta $15. The 2-5 attacks the 1-5 at 
>:1 odds. There is a 66% chance the outcome will be Dr, in which case the 
French cavalry will advance to T15 and the Russian 1-5 retreats to Ul4. The 
Russians are now faced with a fine dilemma. The 7-4 and 1-5 must attack the 
French 2=5. The odds will be a comfortable 4:1 - but there is a 33% chance 
that the result will be an Ex. In which case the Russians lose their 7-4! 
Even a Dr result would be beneficial to the French. The 2-5 would retreat to 
S16 and thus would have mamaged to break through the Russian lines. A sticky 
situation all round. 
The Russians could ensure the destruction of the French unit either by mo- 
ving their 5-4 from the town to U15, or Phe 5-3 artillery to U13. But either 
of these moves would leave awkard gaps in the Russian deployment. The moral 
is to always exercise extreme Care in placing small units beside large ones. 


Turn 4, French Move 


Strong French forces are now entering into action. The French commander con- 
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sidered dispatching the new 5-4 to the Utitsa front but decided a 6-4 next 
turn would be more suitable. He has lost interest in that sector because he 
has conceived a 'dream strategy’ of breaking the Russian line on its extreme 
right and then dividing his forces into twa columns. The cavalry will form a 
screen before the main redoubts to prevent the arrival of Russian reinforce- 
ments, while the other column will swing in behind Schevardino ta trap the 
Russians in a pocket in the area of AA9. Or at least force them to retreat 
via Utitsa, thus leaving the big redoubts undermanned. What a master stroke! 


The French are now deployed in sufficient strength to launch a major attack. 


Turn 4, Russian Move 


The Russian commander is not grinning now. There is one comfort however: fi-~ 
nally he can begin moving troops from the main body of the army. He has been 
pondering where to start. What he really wants to do is outflank the French 
from the Borodino side of the river. The cavalry now around L30 would form 
an element of this force. The Russians reason that if they put a force of, 
say, eight combat points on this assignment, then the French will feel obli- 
ged to neutralize the threat with at least 10 or 12 combat points. Then the- 
re are the A hexes... But the Russian commander reluctantly shelves all this. 
First he wants to stiffen his right flank. He orders the 4-4 on N23 to has- 
ten to this sector. Note he has now been able to free the 6-4 watchdogging 
Utitsa. Small units have been redeployed as a mobile reserve. 


Turn 5, French Move 


The attack is launched.- The French have decided on a full scale effort to 
lock in combat as many Russian units as possible. They will not press their 
right flank attack, however, in order to realize the pocket strategy. Note 
that a 2-5 has joined the French 7-4 in an attack on the Russian 7-4. This 
is an important technique (but must be used with care). It doesn't improve 
the odds but it supports the 7-4 against the French counterattack. 

French attacks: 

1) French 7-4 & 5-4 vs Russian 5-3 in Schevardino Redoubt (doubled plus 2). 
Odds 1:1. Die Roll 3 = Dr. Russian 5-3 retreats to W12, displacing 2-3 to 
W13. Advance French 7-4. 

2) French 2-5 & 7-4ovs Russian 7-4 on 714. Odds 1:1. Die Roll 4 = Ar. 2-5 
retreats to R15, 7-4 to T12. No Russian advance. 

3) French 4-4 & 7-3 vs Russian 5-4 in Schevardino (doubled). Odds 1:1. Die 
Roll 1 = Dr. Russian 5-4 to V1i3. Advance French 4-4. 

4) French 5-4 vs Russian 4-4 on Y1O. Odds 1:1. Die Roll 6 = Ar. French 5-4 
retreats to Doromino displacing 2-5 to X8. No Russian advance. 


The “French can be reasonably pleased. Luck has been impartial - two wins and 
two losses. But wait. The French commander has made his first tactical er- 
ror. He was concentrating so diligently on his two main battles (the assault 
of the redoubt and the attack on the Russian 7-4) that he overlooked an ele- 
mentary tactic: if he had attacked the town of Schevardino first it would 
have cut off the retreat of the Russian artillery from the redoubt... 


This turn the Russian commander must draw heavily on the arsenal of his war- 
gaming skills. He is confronted by two serious problems. His 4-4 on Y10 is 
locked intn a 1:2 combat with the French 5-4 on X10 - just the very sector 
where he can least afford a breakthrough. Worse, there is no way to avoid a 
L:2 combat somewhere. And a French 6-4 is approaching his 5-4 on AAB ~ an- 
other potential 1:2 situation. 

He decides that, in theory, if the French are going to break through, better 
it be in the midst of the army, not on the flank. He therefore shifted his 
deployment considerably. He is new reasonably confident that he has enough 
forces to support his 7-4, so begins his outflanking strategy by releasing 

a cavalry division from the main army. 

Russian attacks: 

1) Russian 1-5, 5-4 & 2-3 vs French 4-4 in Schevardino (doubled). Odds 1:1. 
Die Roll 3 = Dr. French 4-4 to Vl1l. Advance Russian 5-4. 
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2)-Russian 3-3 vs French 2-5 on R15. Odds 1:1. Die Roll 5 = Art! Russian 3-3 
to S16, advance French 2-5. ” 

Alas, his attack was a gamble. In order to make the number 1) attack a l:l it 
was necessary to position the Russian 1-5 on U13 besidé the Russian 7-4 - 
opening up unpleasant possibilities (as explained earlier) that now even a 
novice would seize on. In order to counterbalance this. the Russian ordered 
the number 2) attack, hoping to push the French cavalry back and advancing 
his 3-3 to R15. Now he may pay dearly for his failure. But let's continue on 
with the attacks: 

3) Here is another tactical trick-of-the-trade. Russian 5-3 & 4-4 vs French 
-5e4 on X10. Odds l:l. 

If the 4-4 had attacked the 5-4 alone, five results out of six would have 
been unfavorable to the Russians. This way the odds are even. But there's 
another bonus - no matter what the result the 5-3 will not retreat, thus pre- 
venting the French from encricling the town. Note that as a matter of course 
the Russian makes the two flank attacks first, before attacking the French 
7-4. Just on the off chance that if all attacks are successful the French 7-4 
would be unable to retreat and would thus be eliminated. Whenever in a game 
situation you can wring out even a slim hope, wring it. 

Die Roll 2 = Dr. (The pressure on the French 7-4 is mounting.) French 5-4 to 
W1LO, Russian 4-4 advances. 

This Russian advance after cambat was a good move. The chance that the French 
7-4 can be destroyed in the next attack is a mere 16%. The more likely event 
is an Ar. But now the Russians have ensured that the 7-4 will not dare tp ad-. 
Vance. 

4) Russian 5-4 vs French 7-4 on W1l. Odds 1:2. Die Rodl 3 = Ar. Russian 5-4 
to Yll. No French advance. 


Turn 6, French Move 
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Naw it's the French commander smirking with satisfaction. He is certain that 
this turn the Russian right flank will be smashed, the 7-4 destroyed. He re- 
alizes, though, thet his sawn 7-4 is in slight danger. If he were to attack 
to attack the Russian 5-3 first, before clearing his flanks, an Ar result 
would destroy the French infantry. 

French attacks: 

1) French 6-4 vs Russian 1-6 on U13. Odds 6:1 = auto’ elim. Remove 1-5 and ad- 
vance 6-4, : 

Now there is a 50% chance that the Russian 7-4 will be destroyed - and better 
still, at no risk of loss to the French. Players of this game should always 
wrack their brains to avoid EXchangé possibilities. Put it this way: In ‘the 
grand battle game there are 42 turns. The French have 44 units. If there was 
one EXchange result each turn, who would be left to fight? 

2) French 7-4 vs Russian 7-4 on T14. Odds l:i. Die Roll 3 = Ar! French dis- 
consolately trudge back to 712. No Russian advance. 

3) French 2-5 vs Russian 3-3 on S16. Odds 1:2. Die Roll 5 = Ar. French 2-5 
to RIS. No Russian advance. 

4) French 4-4 & 7-3 vs Russian 5-4 in Schevardino (doubled). Odds 1:1. Die> 
Roll 5 = Ar. French 4-4 to Ull. No Russian advance. 

5) French 5-4 & 5-4 vs Russian 4-4 on X10. Odds 2:1. Die Roll 5 = Art French 
5-4 from W10 to W9, 5-4 to X8, displacing 2-5 to X7. No Russian advance. 
This has been a bad run of luck. Now the French 7-4 is in mortal peril. A 
50% chance of survival. 7 OS 

6) French 7-4 vs Russian 5-3 on W12. Odds 1:1. Die Roll 2 = Dr. Russian 5-3 
to X12. No French advance. 


Turn 6, Russian Move 


The situation has radically changed. The Russians now have a very good chan- 
ce of destroying two major French units. The commander feels he can continue 
his plan to outflank the French from across the river. Note how he concealed 
the strength of his intentions. By moving the 2-5 first, the outflanking ma- 
neuver looked puny to the French. But suddenly the threat has teeth. It will 
be quickly reinforced with more cavalry. Note that the 2-4 in Borodino is an 
Imperial Guard unit. 

Note alsa that both sides have refrained from ‘adventuring’ in the AA® area 
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might have risked an attack or two, but failure might have imperiled the 2-5 
on DDO. Or at least forced it to withdraw. On balance the French policy of 
restraint was probably the wisest course. 

Now, with reasonable luck - and no EXchanges - the Russians can begin look- 
ing forward to an eventual victory. , 

Russian attacks: 

1) Russian 7-4, 3-3 & 4-4 vs French 6-4 on U13. Odds 2:1. Die Roll 3 = Dr = 
auto elim. Remove French 6-4. No Russian advance. 

2) Russian 5-4, 5-3, 2-3, 5-4 & 4-4 vs French 7-4 on Wil. Odds 3:1. Die Roll 
A = Dr = auto elim. Remove French 7-4 and advance Russian 5-4 from Xil. 


A phase in this battle has now ended. And this article has run far too long. 
However, there is still much ta say: How and when to redeploy the Russian Im- 
perial Guards. How strong an attack north of the river, and what objectives. 
The defense of Utitsa. Care and use of artillery. The pros and cons of tak- 
ing Dornmins. A general Russian counterattack, when and how. When the Rus- 
sian should begin a general retreat. The advantages and disadvantages of the 
redoubts. How best to mrganize a defense line and whether Game Theory is any 
help. The pecularities of chance in "Baradino” and other games. To risk ofr 
not to risk - that is the question: does it pay? Unntrolling retreats. Eco- 
nomizing on combat points. Different strategies for the short scenarios. A 
French outflanking thrust via the Borodino ford... 


Perhaps if there is enough interest we can continue this game analysis in so- 
me future issue of "Europa". 


((wlh. I'm sure there is - please, Ralph, write this article as soon as you 
can... Thanks! )) 
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THIRD REICH: THE INITIATIVE RULE (by Hane Finfschilling, Switzerland) 


3R is, in my opinion, the best strategic level wargame available today. This 
for the following reasons: 

1) It is a real, playable (alsoi playtested!) game for 2-4 players (577) with 
an infinity of possibilities. 

2) It is a true simulation of the European theatre of war. The rules make the 
game very consistent against improbable events, but many reasonable ‘what 
if's ' can be explored thoroughly. 


In 3R there is a now optional rule that has a main impact on the course of 
the play, the ‘initiative rule’. In the appendix of the new rule booklet Don 
Greenwood writes lightly, that you can make up your mind what way you want 
to play the game. 

After my experiences this implies that you can chose between two different 
games: 


Aa Game with the strict initiative rule 
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The player(s} in second position often can manage to have two moves in a row 
(by not spending the full share of BRP). In most cases this implies that the 
opponent can do exactly the same on his turn. This can happen especially in 
the first (and decisive) turns of the campaign game. These two double-moves 
lead to a tremendous rise of possible outcomes. 

The arising impossibility to look. four moves ahead makes it a very hard job 
to plan adequately. 

Therefore, sooner or later one side will commit a crucial error that will 
lead to an early decision of the game. If you like a fast changing game that 
will not last for days you can play with the initiative rule. 

The main strategy is.to keep your forces together and wait for the opportuni-~ 
ty to make two moves. Then you look attentivly for the soft spot and hit it 
with all you have got. 

In most cases it will be a knock out blow. 


B. Game without the initiative rule 


If you know that your opponent has only one move before your next move you 
have a bigger choice of reasonable strategies. In mast cases this will lead 
to a more subtle game. Grand strategy, careful planning, and logistical con- 
siderations for turns ahead will now be the important elements of the game. 


Nevertheless, the BRP situation will keep it's proper influence on the initi-~ 
ative, a player who spends his BRPs early in the year cannot take offensive 
options and looses the initiative anyway. 

There is only one drawback: The rules allocate twa different parts to the 
first moving and the second maving side hence also two different strategies. 
Without the initiative rule there is no change in the order of moveement the- 
refore no side has the opportunity to learn all the subtleties of the game. 


C. Game with a realistic initiative rule 


In my last game I used as a house rule a modified initiative rule: The BRP 
situation determines the order of movement only on a year start. With this . 
interpretation a change is only possible in one of four turns. 


I therefore suggest to ell campaign game addicts to use the rule in this way. 
You can keep the benefits, because the basic idea of the initiative rule re- 
mains, but you omit the flaws, because each side can foresee (and perhaps in- 
fluence) a coming change of initiative and teke the appropriate measures. 
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NAPOLEON AT WATERLOO: THE FRENCH PROBLEM (by Michael Carmichael, BRB/USA). 


At first glance, the French have a large advantage, at least at the beginning, 
against the poor English player: 


Prussian: 21 inf, 6 cal. 7 arty = 34 pts | ; _ 
British: 50 inf, 15 cal, 8 arty = 73 pte [tat Allied = 107 pts 
French: 5/7 inf, 19 cal,13 arty = 89 pts 


A 20% advantage and the first move! But if one looks closer then it appears 
in a somewhat different light: 

The French player doesn't really have a first turn advantage. The 89 points 
simply aren't available: Hougomont are tying up 12 inf and 33 arty - that 
from 89 leaves 74 pts. Still not bad. But: There are also reserves that can't 
attack on turn 1 (20 inf, 4 cal, 2 arty). When we subtract these 26 pts from 
the remaining 74 we have only 48 pts with which we can attack 73 British pts. 
A bit discouraging, what? 

The big attack at overall 1:2 odds? Perhaps an attack in the La Haye area on 
the English arty with everything will do it. But the disadvantage with this 
strategy are two fold: a) violent counter-attacks with the likelyhood of high 
losses, b) in the case where the risk succeeds, then the French run direct 
into advancing Prussians. 

Conclusion: An attack on turn one can't succeed. 


The main attack must be postponed till turn two, but not longer, due to Prus- 
sian reinforcements. 


The English can't be successfully attacked, but they can be pinned (locking 
Zones of Control) in preparation to turn two's main attack. The Success of 
this phase is absolutely necessary for the main attack. The pinning of his 
units will prevent him from reacting to all your threats. Then hit him where 
he is weakest... 


In keeping with this strategy, here is a simple attack - but first a few 
thoughts to the units: 

Use inf, cal, and arty together to. best advantage: Arty range and strength -in 
support of inf; cal speed and combat strength weakness (when there is a dan- 
ger of elimination, then use cal, because their loss won't lead so fast to 
demoralization; when units are to be pinned, then use them, so that many mo- 
re of your strength points can stay mobil); then finally inf strength. 


Sample attack:I'1ll use the north, south, west, east notation instead of any 
other, because I don't like to write on my maps and I assume many of you 
don't either: Unit nr; position in relation to British unit; odds; attacker's 
loss*/defender's loss*, nr pinned*; comments. (*: All losses are averages, i. 
e.: average loss = possible loss divided by 6, i.e. die-roll 1 thru 6) 


1) 3 cal (SW II arty), GD arty (behind fr 3 cal); 3:1; 1.5/.65; 13.- 

Not bad = 13 pts pinned, cuts off retreat of 1 Guard and pins almost as many 
points as Hougomont. ce 

2) 5 inf (SW 1 GD), 2 arty (E fr GD arty); 1:1; 0/3.5; O.- 

50%-50% for the lo3s of 7 points! 

3) 2 cal (E 2 inf); 1:3; 1.3/0.- Cut off retreat of 1 GD. 

4) 2 inf (SW 6 inf),13 cal (SW I arty); 2:1; .8/.5; 9.5.- Cuts off retreat of 
~R arty and when it comes ta an exchange then inf for arty is e@ good deal. 

5) 19 inf (SW R arty); 1:2; .6/.5; O.- There is only a small chance to elim 
the arty, but... (and it stays on the front where it can't use its range well) 
6) 14 inf (SW 2 DB); lll; 1/0; O.- Usually not a good idea to throw away 

cal at such bad odds but this can't be helped (inf attack: more losses!) 

7) 4 int (SW 5 inf), GD lite (S 5 inf); 1:1; O/0; 7.5.- This can do nothing 
but pin; but a pinned unit can't take part in the decisive phase: 

8) Hugemont: 6:1; O71; none. 

General: Hougomont cal build line N of Hougomont for flanking attack next 
turn. All reserves move N for main attack on Brit right flank, except 3 inf 
and 12 cal which remain in center in case of bad luck.- Results: Fr losses = 
3,85, Br losses = 6,10, Br pinned = 33,5. Leaves the English only 3/7pts to 
react with. The French now have a 2:1 advantage in reserves all of which can 
attack, and the move. Weak points should be attacked causing heavy losses... 
In any case, you have made him immobile and can now attack where/when you ‘ 


L 15/16/\+ 2.) George Furillies: Stalingrad 


a a Oey 


STALINGRAD SET-UP, AND A RESPONSE (George Phillies, USA) 
(Re-analyzed; cf: "A Stalingrad Set-Up" by Ian Straus in E 14,13) 


Russian defense in "Stalingrad" is a topic which has been substantially ana- 
lyzed for a fair number of years; I am not going to try here to set down 
what I think are the best defenses, or why. All I am going to do is to dis- 
cuss the flaws in the Russian Defense in E14, and what was wrong with the 
German attacks against it. 


The Russian defense is of a sort which has become familiar in recent years: 

a strong force in Finland, a weak northern flank, large forces around Brest- 
Litovsk, an effort to hold the San, and a Russian attempt to hold the Siretul 
river. 

I would deploy four Rumanians or a 9-3-4, 3-3-6, 2-2-6 into Finland to rein- 
force the Finns; such units guarantee that the Finns will hold out four or 
five turns, unless the Russians get very lucky. I do not think that it is 
worthwhile to attack the units on CC14 at more than 1:2. Such an attack IS 
definitely worthwhile, at 1:2, if the game is being played with the new ru- 
les (exchange at attack factors). Three 4-4-4's will, in a single exchange, 
destroy the three 5-7-4's. : 

The Russian defense of the Siretul and Prut is flawed, though net the way 

the German seemed to think. NN1L3 is behind a river; if attacked from NNi2, 
0012, and 0013, the Germans can advance in and take NN13 on their move. Cou- 
pled with the two or one surviving unit(s) on C013, this forces the Russians 
away from the Prut. A strong stack on PP13 will wid in making the Russians 
soak off a int, should they counterattack. There is no point to attacking 

the units on JJ14 or KK14; a successful attack will either be the target of 

a successful counterattack or will simply drive the Russians behind the 

Prut. 
Some effort is needed to force the Russians out of the San River pocket. No- 
te that the 6-9-6 is still doubled if attacked from FF11; stationing a few 
weak units on GG1@ accomplishes nothing against a competent Russian. The 
Bug-San line must be br .ken; flanking it through the Carpathians, or through 
Brest-Litovsk, can take four turns or more, if the Russian has any sense. 
What the German should have done is to station a strong stack (two 7-7-6's, 
one 5-5-4 as a saak-off unit) on FF1Y, and three more units on GGI1P. 

Against the published German setup, the Russian should leave his units oan 
CCOL4, EE12, BB14 mostly in place, make the necessary courter-attacx against 
the 8-8-6's on JJ14, and let the Germans decide what to do. They will be fa- 
ced, an turn two, with the same line (between AA15 and EE12) as on turn ane; 
it will be slightly weaker, but,. then, they are down by three 8-8-6's in the 
centre front. (Incidentally, with three 8-8-6's in the south, a 7-10-4 can 
hold S18 by itself, no soak-off unit being required.) This response does 
show why it is better to have the Russian 'Finland' units on R18~S18 on turn 
1; this way they can be diverted to the main front, if there be some need 
for them (which in this case there would be). 


The German attack is most notable for its deficiencies (though I have seen 
FAR worse German moves). The Rumanians should not be idly dumped in Rumania; 
they are far too valuable in Finland as soak-off units, or for holding idle 
sections of river lines. Similarly, the German put too much armour into Ru- 
maniajon turn one, the Russian need not put a unit on R18, as the 7-10-4 on 
S18 would be 3:l-preof, all by itself. As previously remarked, the units on 
GG14 are powerless to force the Russians away from the San. Worse, the Ger- 
mans posted no units on MM8, MM9; consequently, the Russians need do nothing 
to garrison the section of their line between GG12 and JJl2. 

The German player's worst mistake, though, is his 2:1 on JJ14. Now, I do not 
approve of German 2:1's in Stalingrad. They are occasionally useful in the 
middle ta late game, te break open a strong Russian defense, or to take a 
Russian replacement city. Generally, I only take them to salvage games in 
which I am clearly not doing well. (Though I have rarely risked them in ga- 
mes in which I was doing very well, in order to add insult to injury against 
a hapless opponent.) I believe, however, that a 2:1 on the first turn or 
three of the game is a gross German error; it risks a great deal, and seldom 
gains anything that valuable. Early 2:l's seem to be most useful in Finland; 
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I have seen them used against a lone 2-3-6 in Leningrad, and I have seen them 
used against a 7-10-4 which began the game on i32. 

However, if a German player must take a first turn 2:1, he should at least do 
it where it will do some good. The actual moves show what happens to isolated 
stacks of German armour, if trapped behind a river. The German would have 
been no better off af he hadn't advanced (though, in general, the German is 
as well off to stay on the river after a low-odds attack as to cross the ri- 
ver and get cut off). 

If the German had to take a 2:1 on turn 1, it should have been made against 
the 5-7-4 on S18. Here, almost any result is favorable. In order to hold the 
Nemunas river, the Russian must counterattack frontally, rather than from 

the sides. Furthermore, the Russian needs to hold the Nemunas, as he lases 
useful terrain if he doesn't. In contrast, even if the Russian loses the Prut 
to the 2:1, he has lost nothing. The Prut is bound to go on turn one or two, 
anyhow. When it goes, the Russians just drop back behind the Dnepr, which 
cannot be broken by the Germans except with a lot of luck. 


((An extensive and excellent article on "Stalingrad" by George Phillies got 
reprinted in the "Wargamer's Guide to Stalingrad", available from me for DM/ 
SFr 13.-/23.35/SKr22; a German translation of the mentioned article appears 
in "Joker" 1 saqq.)) 


THE-EAST IS READ (Jan van Reek, Netherlands) 


Introduction: "Strategy & Tactics" 42 contained the game "The East is Red": 

a possible war between Russia and China. It is a simple and playable game, 
but did not become very popular (acceptability rating 5.5 as per S&T 58). 

The reason for this might be lack of interest for wargames about hypothetical 
wars except WP/NATO struggles. Some of the games on such future wars have 
doubtful game mechanics: "World War III" has a doubtful Land CRT, and NATO 
is surprised during three seasons; the "Qil War" dees not reflect the pre- 
sent guerilla war in Arabia; and in "Revolt in the East" we see complete ar- 
mies leave their graves by lack of correct counters. The "East is Red" does 
not have such major defaults, and it shows what really might happen. 

Mistrust between major powers is common. The long border between Russia and 
China leads to controversies, which, in this case, are also fed by ideologi- 
cal differences. If you hear them calling each other names, it seems fighting 
will start tomorrow. A Soviet-Sino war is still unlikely: China has no power 
to attack Siberia - Russia has no mean to control hundreds of millions Chine- 
se people. Maybe the Soviets fear a future Chinese change from traditional 
defensive to western offensive concepts and would like to destroy Chinese 
industries to make such a change impossible. Such a stroke would be very ex- 
pensive for the Soviets also, and it would weaken them against the Western 
World. However, border incidents could get out of control and escalate to a 
real war. 


Description of the game: The map portrays the Manchuria and parts of Siberia, 
Mongolia and North China. On their driving of about 1500 km to the Peking in- 
dustrial area the Soviet units coming from the north will have to cross the 
Gobi desert and the Greater Khingan Range, and the units from the east will 
have to cross the Lesser Khingan Range and the Manchurian Plain. 

Each game turn represents one week, and each hex is equivalent to 5G km in 
distance. The game lasts 10 game-turns. 

The game has four scenarios (M+l: Current Readiness, M+l:° Full Readiness, M+ 
30: Current Readiness, and M+30:Full Readiness; the number means the amount 
of days after mobilisation). 

Some of the special rules are: 

~ Use of tactical nuclear weapons doubles the Soviet attack strength; in the 
case of Ex or De there is a chance of 1:3 and 1:2 for nuclear contamination. 
- Concentric attacks have doubled attack strenghts totals. 

~ The North Koreans might intervene with two 4-5-6 Infantry Corps. 

- The eight Chinese Demolition Markers for dug.in Chinese atomic bombs can 
Limit movement. 

- Each player can move three units 20 hexes per train (each turn). 

~ The Soviet Marine Division can land from Vladivostok one time on any Chine- 
Se Clear terrain coastal hex and vice versa. 
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~ During 'Mass Attacks' the total Chines attack strength is doubled; then 

any other result than De automatically gets an Ae. 

~ The movement possibilities of the Air Force units are limited; they can add 
to Soviet attacks from a distance or move one hex by road or 20 by friendly 
rail. 

~ The Artillery Corps can add to Soviet attacks, when they are two hexes away 
from the attacked units. 

- Mechanized units have two movement phases. 


During the first four game turns the Soviet units are in automatic supply. 
From game-turn five on, the attack strength and movement allowance of unsup- 
plied Soviet units is halved. These supply rules and the limited Soviet re- 
inforcements show the limited Soviet logistics: T L Sink and Allen Hazen are 
obviously more optimistic. than Stephen BH Patrick about the Trans-Siberian 

RR capacity and the Vladivostok harbour capacity (cf “moves" 15,16; "S&T" 
45,21; "S&T" 42,16-17); especially the long supply lines will cause the So- 
viets much problems. 


From the Combat Resolution Table (CRT) it is easy to see, that 6:1 is favour- 
able to frontal attacks (1-5 De, 6 Ex), and that 3:1 is favourable to an at- 
tack against a surrounded unit (1 De, 2-5 Dr, 6 Ex). 

When the Soviets tse the doubling effect of nuclear attack and the support 
of artillery and air power, they can defeat the Chinese 4-6-6, even if they 
have to attack in an unsupplied state. 

For the Chinese it is hard to attack; it is dangerous for them to concentra- 
te for attack, because most of their units do not have a second movement 
phase. Sometimes they can manage a favourable 3:1 counter-attack (even Ex 
‘can be good). Lifting the attack to 6:1 by mass-attacking is sometimes very 
dangerous for the Chinese, because an Exchange result can mean the loss of 
many units and create a hole in the line. Mass-attacks should only be used 
against valuable Soviet units with a low defense strength. 


and to reach the Manchurian Plain. There you will have to destroy as many 
Chinese units as you can, and you will have to slug yourself as soon as pos~ 
Sible through the Chinese lines tse reach the sea. You will have to use nuc~ 
lear power, the artillery and air units to an optimum and minimize the ef- 
fects of exchanges. If you came all the way through the Manchurian Plain te 
the sea, you probably will have lost some Tank and Infantry Corps by Ex. 
There leads a coastal one-hex strip of three clear hexes length ta the main 
industrial area around Peking. By supply problems and the small effect of un- 
supplied Air Force Units at a long distance it will be hard to continue. 
Nearby Artillery Corps and a Marine landing are the remaining chances to con- 
tinue the attack. % 

The Chinese must form a solid line against the Russian invasion. It will not 
be possible to hold the Russians out of the Manchurian Plain. Then you will 
have to form a double line against blitzkrieg breakthroughs. There should 
always be a number of units in the mountains north of Peking to hold a di- 
rect attack on the main Chinese industrial area. Against determined Soviets 
there will be few chances for attack or even counter-attacks., Sometimes it 
might be possible to attack Vladivestock with the help of the North Koreans 
(Vladivostock is a reinforcement centre and the harbour of the Marine Divi- 
sion). When the Soviets lose a lot of units by Ex, there might be a possibi- 
lity to counter-attack. The Chinese will have to find a balance between 

his losses and the two 4-6-6's reinforcements per game-turn. Militia should 
be offered in the line, because these people get always replaced. A despera- 
te Chinese player also can mass-attack everywhere in the last game-~turn. 


Grand Strateqy: The Soviets invade the eastern Chinese provinces to control 
ar to destroy the main part of Chinese industry. The Soviets will use nucle- 
ar vlitzkrieg strategy. That means concentration of attack power to destroy 
a lot of Chinese units in their defense line. Same Soviet Corps have to be 
broken down in three divisions to build a complete defense line. When a 
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break-through occurs, Soviet Corps will break-down and gain as much Chinese 
territory as possible. Those units will buald-up and concentrate again, if 
the Chinese can form a new line. The Chinese will use massive defense. All 
the time they will be busy trying to build defense lines as strong as the 
Chinese Wall. Levels of victory are measured by the number of Chinese indus- 
trial hexes ‘cut-off! from the off-map portion of China at the end of the 
game. If the Soviets completely slug through the Manchurian Plain and reach 
the sea, they will have gained a marginal victory. 


Playability: The game is fast playing - the rules are relatively simple, and 
there only are 100 counters. The complexity rating given by SPI is 5.2, the 
solitaire rating 6.2; still, the game is not well accepted, maybe because 
many events in this game look alike: the Soviets eliminate a lot sf Chinese 
units in the Manchurian Plain, but their war machinery grinds to a halt at 
the railroad junctions near Shen-yang (Mukden); the Chinese player looks 
frustrated at the 6:1 frontal and 3:1 surrounded turkey shoot at his units. 
The Soviet player can have a lot of fun by simulating an aspect of blitz- 
krieg tactics: the breaking-down and building-up of Corps units, but some 
Soviet players will not have understood the meaning of these rules. More 
flavour could be given to the game by adding realism: a new CRI, guerilla 
rules for the Chinese, airborne divisions for the Soviets, extra game~-turns 
and external intervention... 


Realism: The combat strengths and the movement allowances of the units are 
realistic like in "Nato" for the Soviets and in "Korea" for the Chinese. The 
Soviet mechanized units have a movement allowance of 9 for each of their two 
movement phases, and it costs 1 MP (movement point) to move one road hex, 

2 MPs to enter a clear hex, 5 MPs to enter a rough hex and 1 points to un- 
gback or stack, 1 point to enter mr leave an enemy ZOC (zone of control). 
The Chinese infantry corps has a mavement allowance of 6 far its movement 
phase; it costs 1 MP to enter a clear hex, 2 MPs to enter a rough hex and no 
points regarding stacking or enemy ZOC. Under certain circumstances the Chi- 
nese infantry corps can be faster than the Soviet mechanized units. This re- 
flects the infiltration tactics of the Chinese. 

Like many wargames "The East is Red" is very optimistic about the combat re- 
sults of the attacker. A new CRT would make combat more realistic. 


SUGGESTED MAKE-UP FOR "EAST IS RED" (Jag van Reek, Netherlands) 
New CRT: 


Die 1:2 d:1 2:1 3:1 Atl 5:1 6:1 F7:l1 Bel Def retreats 2 hexes 


D2 
1 Dr Dr D2 De De De De De De Di: Def retreats 1 hex 
! A Att retreats 1 hex 


2 ] 

3 Ar Der Der Dr D2 Ex De De De De: All def units elim 
4 Ar Ar Dr Dr Ex Ex EX De De Ae: All att units elim, 
5 
6 


Ar Ar 2Lx Ex Ex Ex EX Ex Ex except Soviet artillery 
Ae Ae Ar 2Ex 2Ex 2Ex 2Ex 2Ex Ex and air strike points 


Ex: All of the defending units eliminated first, then an equal or greater 
number of attacking strength points are lost (face value combat strength); 
Soviet artillery corps and air strike points are never lost through exchange 
when part of the attacking force. 

2Ex: Analog to Ex, but the attacker loses a double or greater number of at- 
tacking strength points. (In most cases* treated like Ex in the rules; one 
cule needs a change, another one is added.) 


(10.5) Chinese Mass attacks: The Chinese player may declare any attack he 
executes a 'mass attack'. The effect is to double the attack strength total 
af his attacking units. Neturaliy he must declare before he rolls the die. 
The normal CRT is used, except that any result except De and Ex means that 
the attacking Chinese units are eliminated and the defending units suffer no 
result. In this case 2Ex has no effect on the Soviet defender, and a die 
roll of 6 always means attackez eliminated. 


(13.24): A combat result of 2Ex by any attack on the one-point intrinsic de- 
fense strength of the industrial hex has no effect on the attacking Soviet 
units. 
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This CRT gives more realistic defense possibilities to the fine Chinese infan- 
try. The Soviets can risk important exchanges or lower the effect of exchan- 
ges by involving only a few mechanized Soviet units supported by artillery 

and air force. 
Chinese infantry can perform as guerilla units. Analog to the rules of "War 
in the East" and "Mukden" the guerilla function can be simulated. 


(26.0) Guerillas 


a die ee A 


(26.1) Guerilla Cadre Creation: (26.11) When Chinese Infantry Corps (4-6-6) 
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are eliminated, and if there is no nuclear contamination in the attacked hex, 


means the creation of a (6)-O guerilla cadre.- (26.12) A guerilla cadre has 
an attack strength of zere, a defense strength of 6, a movement allowance af 
zero. It can be ignored for stacking or Soviet movement, except for a delay- 
ing effect of two MPs on Soviet units entering or leaving a hex occupied by 
cadre.~ (26.13) Guerilla cadre is only affected by combat results of De, Ex, 
and 2cx.- (26.14) Guerilla cadre can also be attacked by Soviet units occu- 
pying the same hex as the cadre. If an attacking Soviet unit is in the same 
hex or the attack is concentric, the attack strength of the attacking Soviet 
mechanized unit is doubled. Soviet units attacking a guerilla cadre are never 
effected by the cambat result.- (26.15) When friendly units occupy the same 
hex aS a guerilla cadre, the cadre changes in a guerilla unit. 

(26.2) Guerilla Unit Creation: (26.21 Guerilla infantry or militia units may 
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be created at the end of the first Chinese movement phase by inverting Infan- 
try Corps or Militia.- (26.22) At the end of each Chinese player-turn during 
the guerilla organisation phase a die is rolled for each guerilla cadre ina 
hex unoccupied by Soviet units. A die roll of 1 or 2 mean the creation of a 
guerilla infantry unit (an inverted 4-6-6).- (26.23) Guerilla units have an 

- attack strength of zero, heve a movement allowance of zero, but keep their 
defensive strength.- (26.24) At the beginning of the first Chinese movement 
phase guerilla units may be flipped over to normal functioning Infantry Corps 
or Militia. 

(26.2) Guerrilla Units Effect _on Combat: (26.31) Guerilia units are only ef- 
fected by combat results of De, Ex, and 2Ex.- (26.32) Guerilla units do not 
exert a ZOC. They do, however, exert a zone of delay into all adjacent hexes. 
For Soviet units to enter a hex in a zone of delay requires the expenditure 
of two additional movement points. This effect is cumulative, if 6 hex is in 
the zone of delay of more than one guerilla unit. Soviet units may not re- 
treat into a zone of delay hex, nor may they trace supply through such hexes. 
Zones of delay have no other effect. Soviet units may not enter a hex con 
taining a guerilla unit. 


Guerilla cadre can be tricky for the Soviets. First hasty Soviet units move 
threugh the cadre ~ then reorganised Chinese troops could start another long 
march. 


Other Suggestions 


Changed counter-mix: 40 new counters could be added: four 1-2-4 Soviet Air- 
borne divisions, four 0-1-1 Chinese supply units, one 2-3-6 Mongol Corps, 
eight Chinese guerilla cadre, three extra nuclear contamination markers, four 
air strike markers, sixteen DES markers for destroyed industrial hexes. 


Russian Reinforcements and Replacements: The American estimates of the Soviet 
Losses in China of 2=4% are optimistic (cf S&T 42,16). Didn't Korea and the 
40 O00 American KIA in Vietnam teach them anything? During WWII a division 

in inactive contact with the enemy lost 2.6% per day (S&T 54,14). That means, 
a lose of one sixth per week! Nowadays this figure will be about the same. 
The higher losses during battle are reflected in the new CRT. While flying 
manpower with civilian planes and transporting 911 with super-tankers, more 
reinforcements could be sent along the Trans-Siberian Railroad or be shipped 
to: Vladivostok. Because of the western commitments only limited numbers of 
divisions could be sent. During the game turns with Soviet reinforcements an 
extra 1-2-9 is placed on hex 3131 for even numbered game-turns, amd an extra 
2-1-9 is placed on hex O701 for odd numbered game~-turns. 


Five more game turns: What will the Soviets do after the invasion? To find 
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the answer five more game-turns are simulated. By using meny divisions for the 
invasion the Soviets will have severe problems with replacements for tanks, 
artillery end armored personnel carriers. From game-turn 11 to 15 the Soviets 
will receive one supply unit per game-turn, and one division to the Soviet 
player's choice has to be removed from the map per game turn. 

The number of Chinese infantry corps is not endless, and there are other com- 
mitments. In the M+l current scenario the Chines receive two 4-6-6's from ga- 
me turn ll to 14, in the M+l full and M+30 current on 11 and 12, and no in- 
fantry reinforcements after game turn 10 in the M+30 full scenario. 


Chinese Supply: The Chinese will have no serious problems with manpower and 
rifles replacements, but they will have problems with ammunition, artillery 
and tanks. 
The Chinese receive one supply unit per game-turn from turn 8 on as reinforce- 
ment, and it may be considered in railmode, if the player so desires. 

(11.13) After game turn 10 the Chinese player traces his supply to a Chinese 
supply unit. 

(11.23) Chinese supply units are always considered to be in supply and valid 
as a supply source, if they can trace an unblocked path to a Chinese rail- 
road, which must be connected by rail with hex 0132 or a friendly industrial 
hex. 


(11.6) Chinese Supply Units: The Chinese player is provided with four supply 


units. This is the maximum number he may deploy at any given time. Supply 
units are used as source of supply for movement purposes and, when expended, 
as a source of supply for attack at full strength. Supply units have a defen- 
sive strength of one and a normal ZOC. Supply units may only move during the 
second moevement phase. 


Soviet Airborne Troops: (I copy Mark Markowitz's suggestions with some impor- 
tant changes; cf "moves" 15,15-16) = 

(22.0) The Soviet player has two 1-2-4 airborne divisions. Beginning on the 
second turn they may be 'dropped' at a rate of one per movement phase anywhe- 
re in clear terrain free of enemy ZOCs within 16 hexes of a Soviet city or 

air force unit. Each airborne division requires the support of one air force 
unit for the drop. The air force unit may not execute any other mission on 
that game turn.~- (22.1) Air Drop Restrictions: (22.11) Airborne divisions may . 
not be dropped onto industrial hexes unless they have been destroyed, nor 

onto Chinese major cities unless they are already occupied by the Soviet play- 
er.- (22.12) An airborne division may only be dropped once per game.- 

(22.2) Airborne Supply: Soviet airborne units are automatically in supply du- 
ring.the turn they are dropped. Thereafter they are subject to normal supply 
restrictions.- (22.3) Airborne Unit Movement (22.31) An airborne unit may not 
move during the phase it is dropped. Thereafter it moves as a normal non-me- 
chanized unit.- (22.32) Airborne units have a ZOU. They may not combine with 
other divisions to build up corps~-sized units. 


Mongolian Forces (M Markowitz): (23.0) In any scenario the Sobiet player may 
deploy a 2-3-6 Mongol Corps anywhere within Mongolia. The Corps moves as a 
mechanized unit and traces its supply lines as a normal Soviet unit. 


Air -Interdiction Markers: The air interdiction phases could be left out, or 
special rules should be added (SPI made a mistake). 

(25.0) Air Interdiction (M Markowitz): The Soviet player has four air strike 
markers which become available on turn 3 at a rate of one marker per turn. 
They may be accumulated. Air strike markers may only be placed on rough ter~ 
rain rail hexes_during the air interdiction phase of the Soviet player-turn. 
Their effec “negate the railroad in that hex. They remain in place until the 
air interdiction phase of the following game turn. A hex may only be inter- 
dicted once in the course of the game. All units may freely enter interdic- 
ted hexes, subject to normal supply and movement restrictions. Each interdic- 
tion requires the support of one air force unit, which may not execute any 
other mission in that game turn. 

(25.1) Range of Interdiction: To interact a Chinese rail hex, the Soviet play- 
er must have an air force unit within 16 hexes of the target hex. 


I also suggest to use the Soviet Intelligence rule (Optional deployment mo~ 
difications, 17.23 in Mark Markowitz's article), to reflect the Soviet advan- 
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that (24.4) India and Nationalist China can only enter the game once per ga- 
me. 


Revolt in the West: WP countries could try to take advantage of the Soviet 
commitment in China. (24.5) At the end of the first gare turn, and each turn 
thereafter, the Soviet player rolls a die to determine whether or not a re- 
volt will occur. If the result is a '1', the Soviet player loses his reinfor- 
cements for the next turn.~ (24.6) Third power intervention has no influence 
on Militia and reinforcements and replacements markers. 


I also suggest to use the Nuclear Contamination rules given in S&T 46,42 
(here signed from a Mike Markowitz), with the addition (15.23): Elimination 
of units after a D2 or Dr result means surrender of those units so there is 
no nuclear contamination. 


Soviet Battlegrgups: Mike suggests the formation of battlegroups after the 
elimination of Soviet mechanized corps: After the elimination of a Corps one 
division should remain. This is unlikely, because units tend to burn up in 
Soviet doctrine. 


Victory conditions: Victory is judged by the number of Chinese hexes ‘cut-off! 
by the Soviet forces. There is an uncertainty in this rule. Should destroyed 
Chinese industrial hexes always be added to the ‘cut-off! hexes, and what 
about the Soviet industrial hexes? Yes, it is the Soviet purpose to destroy 
or steal Chinese industry. Chinese controlled undestroyed Soviet industry 
could be deducted from the number of ‘'cut-off' Chinese industrial hexes. I 
suggest toa consider 23-30 'cut-off' hexes to be a draw. 


Sequence of Play: A: SOVJET PLAYER TURN. 1) Reinforcement phase, 2) First 
movement phase, 3) Combat phase, 4) Second movement phase, 5) Air interdicti- 
on phase, 6) Revolt in the west phase.- B. CHINESE PLAYER TURN. 1) Reinforce- 
ment phase, 2) First movement phase, 3) Combat phase, 4) Second movement pha- 
se, 5) Removal of air interdiction markers, 6) Indian intervention phase, 7) 
Guerilla cadre organisation phase, 


The Future of "The East is Red": Especially the new CRT, guerilla rules, the 
new reinforcements schedule with Soviet paratroops and air interdiction mar- 
kers, and the outside intervention rules add flavour to the game. An Errata 
sheet could revive the interest in the game, or it could maybe redone as a 
Folia game, with new rules, more counters, a slightly bigger map... 

‘I do not suggest a silly 'Napoleon in China! - but I hope some E readers will 
look for their old copies of "The East is Red" and have some new fun: 


((wkh. I wonder whether this can change Jdérn Eriksen's opinion: "The game is 
dull, because it ends the same way in nearly all games. The game is rather 
fast, 2-3 hours, but is not worth the money. Only good for people interested 
in Soviet-Chinese conflicts." As far as I am concerned - I feel also that it 
is a dull, unattractive game - and I doubt that any rules-changes, any kind 
of variant, can really save it. Which could lead to my old question, whether 
(in the averaje) variants are really useful, necessary... I wonder how many 
people really play such variants - and how often. And why. And [I also wonder 
(especially when glancing through "Jagdpanther", now renamed "Battlefield") 
whether the tinventors! (rule-mixers?) of variants always really know what 
they are doing or whether they just play around... Well, I nevertheless pu- 
blished Jan's article - since I had the feeling that he really knows what 

he did - and why = and I also enjoyed that, other. than many/most others, he 
used the available literature on the game: in my opinion the only reasonable 
manner to discuss a game. Therefore: cf below!) ) 
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Published in "Strategy & Tactics" 42 (Jan/Feb74); Design/Research: James F 

Dunnigan; Graphics: Redmond A Simonsen. 

Berg, Richard (?), (Mini-Review) (The K 9/1, Spring 74)("a Chop Suey, boring 
style. Chinese have no offensive capabilities, anc after a while who cares. 
Simple and well-produced, fast moving, but going nowhere. Lots of nuclear 
rules for incipient Strangeloves. Selo fair, PRM good.") 
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Markowitz, Mark: EiR:; Optional Rules. ies. 2S, 25¢ Jul) 

Rosenberg, Scott: What's going wrong with SPI? (The Pocket Armenian 1/3,3; 
Aug?4) (criticism on graphics; units/map devoid of all info; accompanying 
$&T-article "deals in vagaries", etc) 

Dunnigan, J et al: In: Game Design Seminar (moves 16,21; -ep74)("...one of 
the things that was taken into consideration when we did the game, was that 
there isn't a lot of hard information around. That can make the game very 
simple..."; only fundamental decision: “who's going to win"? ... 

Markowitz, Mike: More on "The East is Red® (S&T 46,42; Oct74) (add rules) 

Barry, John W: The Hills of Korea (Jagdpanther 2/8,8; ?75)(*) 

Stephens, Mike: PBM - The East is Red (Outpost 1/2,23)* 

Mansfield, John:(PBM sheet fur EiR available)(Signal 68,4; Nov74) 

Costikyan, Greg .: Air-Droppable Forest Hex Rule (The Pocket Armenian 11;Feb75) 
(Rule actually playtested at SPI, once, "more by accident than by design” 
"the Chinese receive one air-droppable forest hex which they may place 
anywhere on the board at any time during the game"; it "supersedes all 


terrain in the hex", but "does not. cut the railroad"...) 
Dunnigan, James: In: Outgoing Mail (S&T 48,20; Feb75)(..."was not as success- 
ful as we hoped it would be"; "we suspect, a rather bland situation plus 


a dame ae Simple for the eaanee of those who prefer modern and futuristic 
games" 
Starks, Charlies: The East is Red (Panzerfaust 66,30; pebys Co iwetcorwayiacess 
Dunnigan/Hardy/Simonsen: In: True Confessions (moves 19,7; Mar75)("...unfor- 
‘tunately the military situation was rather dull"..."a simple, but stodgy 
game"; ",..has a rapid obsolence, since after one or two games the Player 
finds the dull sameness to play") 


wih: After all, why got this game published? I suppose that playtesting al- 
ready showed well enough that this game is dull. Wasn't this a kind of a 


ctib-off of customers? It's sympathetic though that a year after publication 
of the game SPI did not hesitate to confess that the game isn't good - but 
why didn't they find out earlier and, mainly, why didn't they change it in 
time, i.e. before publication? The answer is clear: time~-pressure, no time 


to do more for the game, commercial reasons... Is this reply satisfying for 
us? And it is not the only game like this - and not even the worst example. 
It's great to publish two or three gameseach month - if most of these games 


are really good and worth our money. SPI published ca 130 games up to now - 
how many of these are really good? 10%? And hew many did we, you and I, buy? 
Wargamers are strange people, aren't we? How often would you return to a gro- 
cer who sold you, say, pea-nuts of which only 10% or so were tasty and real- 
ly what you expected, but 10% or so were really bad, ratten, and the rest, 
Say, average, some better, some worse? Well, you and I, we know that we 
despite all disappointments we'll go to this grocer again - the bad part of 
it is, however, that the grocer knows about our stubborness tooc.. 

Jan mentioned SPI's acceptability rating in their Game Rating Chart; it 
might interest you, that EiR got rated first 6.20 (S&T 45, Aug?4), 38th of 
89 rated games (nearly as well accepted as Bulge, better than Barbarossa, 
Stalingrad, AK, etc); in S&T 4: it dropped to 5.87 (Apr75), but with issue 
46.the rating tables got changed: EiR was on the 7th to luth rank of the (up 
to twelve) rated 'contemporary & future period! games. In S&T 54, finally, 
(Feb76) it dropped to 5.4, and now for some issues it remained at 5.5 

By the way, there are a lot of interesting things hidden in these Game Ra- 
ting Charts - maybe somebody would like to write an article on this topic? 
However, of course, these Charts, actually, are totally irrelevant - aren't 
they? But it might nevertheless be of some interest to think and write some- 
thing about the psychological and other backgrounds, for instance: what will 
the average (probably often rather young) player réply when he is asked ab- 
out the quality of games like WITE, WITW, DNO/U ~ games of which he has heart 
a lot, but which he probably neither owns nor has played? Isn't it so that 
many people feel that even SPI's computer should get aware how much they are 
le ahaa 


BIBLIOGRAPHY: EAST IS RED, ADDENDA 


Newsletter 34 (Eagle Games) contains an extension map to Ei; in JP 10,26 is 
Adamescu, Dimitri: The East is Yellow (variant; JP's Korea~map + EiR; WITE+E.) 
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HOURRA POBIEDA - OR: THE RUSSIAN SIDE IN PZBL iieaccuens Roba, Belgium) 


“Panzerblitz" is a well-done game on the Russian Front (principially after 43) 
but its name gives the wrong impression that the situations are based on the 
German armour supremacy. When you check the additional situations given in 
"The General", you will see that, in some cases, the Germans are even sur- 
Classed by. the Saviet tanks, (eagq., Sit.i4,, 1%, 20,-22).4 

That is the reason, why the Russian player must revise his position: he must 
now play a Blitzkrieg as the Germans did in 1940 ~ but his intention is ham- 
pered by the good units on the other side. The German troopsaadd material are 
not the same ones met in France: a Panther is not a Mathilda? 

If the German infantry is not a great problem, the Soviet player will cer- 
tainly suffer from the action of two dreaded counters: Wespe and Hummel. 

These two units are really terrible, because the terrain is so confined, that 
they can cover the whole game-board often. The German player needs only a few 
other units to spot in woods or towns. Against those 'monsters', poor Stalin's 
soldiers can only oppose the Sukhoi 152 (Sul52) - but there are only two of 
them in the game and their range is ridiculous. © 

The second problem is posed by the good German artillery and howitzers, i.e. 
the 88mm antitank and the 150mm and 12Qmm mortar. 

Against this enemy, the Russian must elaborate a tactic and readapt it du- 
ring the game following his luck in combat and dice. 


tt 


The infantry: An old German poster said: "“Infanterie, Kdnigin der Waffen! 
(Infantry, Queen of the weapons), and it is right as far the Russian troops 
are concerned. As Mr McAneny says in "The General" (Nov/Dec 74, p 8), the ga~ 
me is mastly post-Stalingrad ard Kursk, and the supremacy of the German in- 
fantry belongs to the past. 

The Engineer troops excepted (which have a very special job), there are three 
different sorts of infantrymen: the Guards who are the elite troops; the Rif- 
le Companies and the SMG which are very similar ((wlh: ?77)); the faible re- 
connaissance units. 

The Guards are very important when you consider their DF (defense factor). To 
get a 4:1, the German player has to assemble 72 AF... The Guards can form a 
very strong defense line when the German player has to break through a Russi- 
an heid territory. They also can attack successfully (but only when there are 
at least two of these units together), especially versus Panzers, using CAT. 
These units can also hold a town to turn it into a real strong point. 

The Rifle and SMG units are nearly similar. The best way to use them are the 
CAT attacks. But I think it is better to use the SMGs to attack and to keep 
Rifles for defense. These Rifle units could also be placed with Guns and Mor- 
tars to give a better defense against CAT attacks. If the first wave of SMGs 
is not very effective, the Rifles could be used as a second wave and also to 
replace the SMGs fallen in the preceding fights. 

The Recce Units are somewhat ridiculous. They only have an AF of 3. As Mr Mc 
Aneny says, they are only good to spot or to be placed with artillery to pro- 
vide a little protection. 

If you have not enough transport:for all your Russian infantry, it is better 
to leave those foible units; if the German troops follow you, these counters 
can try to delay the pursuers as a rearguard, and in some cases they can spot 
to help your artillery. 


Tactic with the infantry: The best way to transport infantry units is the hi- 
storical one: tanks are very suited to this job. As they are "the flesh of 
the Red Army" (McAneny), you must try to put them as far as possible in the 
center of the battle. As the trucks are very Slow (excepted on roads), you 
can only use tanks and halftracks to do that. 

If there are no mine-fields left to be cleared, engineex units could be used 
as normal fighting troops; added to the first SMG waves, they will make CAT 
attacks more effective. 


The Tanks: Speaking of Tanks, Tank Hee meyers and Assault Guns in this Siepe 
tea, 1 differ the counters into good tenks and the common ones, 

To the good ones belong only twochiurters: the two Assault Guns Sui52. They 
have an excellent AF and DF. Their only drawback: their MF. Their range is 
not ashaming if not compared with the Wespe or Hummel. 
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The Sul52 is, as McAneny say, a real bulldozer. You can hope that one Sul52 
will destroy at least two enemy units (and, if not quickly eliminated, per- 
haps even a lot more). Two possible attacks: direct fire — but it is Beer 
to destroy tanks at half-range - and overrun attacks: always a kill, the 
JgdPz V, VI, and the KGnigstiger excepted. It is difficult to destroy a Su152 
with infantry only. The German player will try to use a tank to do, this job. 
Therefore, the Russian player should try to have one or two tanks as protec- 
tion in the vicinity of the Sukhoi. No problem against infantry: the Sul52 
can get rid of it alone. The drawback: the unit has only 7 MPs. There is no 
problem, when the tank uses the road mode, but in gullies and slopes.. 

This Assault gun is a very important weapon: try to put it in the first li- 
nes in order to send it to the threatened places, (I elways remember a Suk- 
hoi I had hidden in a wood: on the right side, a town held by my troops, was 
attacked by the German; it was impossible to support my infantrymen, because 
there was a little hill between the wood and the town - impossible also to 
move forward: the German line was there. Thus, my terrible Sukhoi was redu- 
ced to a standing pillbox. A good player will avoid such a situation.) It is 
good to hide the counter in a town with ~ if possible - a few roads in the 
Vio Caria tyr. 

The ‘common! tanks, i.e. all the other tanks: the most numerous of them is 
the well-known 734c (12 in the game). There is not much difference between 
these and other tanks/tank destroyers. In WWII, the German industry produced 
more Sturmgeschtitze in 1944/45 than tanks, because they were cheaper, being 
turretless (that is the reason why you find more Hetzer and Sturmgeschitze 
in the 1944/45 situations). But, why did the Russian industry build Tank Des- 
troyers?? Certainly, they had a better defense, but not a sufficient one 
against two Wespen or Hummel. And there are not enough AFs to attack oapposi- 
te tanke. 

In some cases, a 134c or a TD will do as well, e.g. when they attack a JgdPz 
VI. Only in some cases, like e.g. when attacking a PzIV at half-range, you 
éan get a better ratio (4 4:1 instead af 4 3:1). 

But the counterpart of this 'superiority': they have three or four MPs less 
than their enemies. How can the Russian concentrate his tanks, pursuit the 
German troops, if his best tanks are so slow? Especially if compared with the 
Panther. 

Il therefore prefer the T34c or 134/85. The others are perhaps very good, but 
'too little, too lete' for the battle. 

Panzerblitz is a game in which (board 3 excepted) the player must fight a 
boccage and ambush war: each counter must try to progress from wood to town 
{or wood). . 

A word to the JSIII: McAneny says that it is a tank of the Cold War Era. I 
think it was used in the very last battles (Berlin). Mr B Quarrie (Tank Batt- 
les in Miniature, 2) says that "it must have seen very limited action during 
the closing weeks of the campaign". But, there is well known photo showing 
such a tank in a streetfight in Berlin ("La derni@re guerre, No 150, p 108), 
and Colonel Bauer tells that 250 T34 and JSIII were destroyed each day in 
the capital of the Reich - proof that if the tank came very late, there we- 
re a lot of them at least. 


Tactics with tanks: They are good helpers of the infantry. Without infantry 
the tanks are useless, because the German ones are really better (AFs, ran- 
ge). You must use your tanks as the spearhead of your attack, the moving re- 
serve in a static situation, or the rearguard when you have to retreat. As 
vehicles of transport of infantry units, these counters multiply the amount 
of units in your first line: the German player will have some problems to de- 
stroy all of these enemey counters. If your tanks have managed to transport 
infantry near the German troops before being destroyed, you may peoTore 
their crews (posthumously, probably) to "Heroes of the Soviet Union". They 
usually end in a kind of banzai attacks for which - of course - you only 
will use your weakest tanks (the T34c, e.g.)3 in some cases you will have 

so many of them that you can sacrify three or four easily. 

It is not the same, when you have to hold a continuous line and try to pre- 
vent the Germans to break through. You must use your tanks as a reserve and 
employ them as 'Feuerwehrtruppen!' (Fire Brigades). It is the best to place 
them on a road in the second line, between two strongpoints (principially 


E 15/16/17 cm Jean-Louis Roba: PzBl 


po a 


formed by infantry). As soon as. you get aware that your opponent moves his 
troops in a sector, your tanks - using the road mode movement -— can rush to 
the attacked spot and counterattack. If the VCs don't recquire a certain num- 
ber of enemy units destroyed, the Russian tanks should go back after the 
counterattack and not pursue the retreating German units. This special 'task 
force’ should always be ready to support any part of the Russian defensive 
system, 

In all cases, the attacking forces must contain a mixed amount of tank types. 
(This only applies to ‘common tenks', not to the Sul52 which has sepcial pur- 
poses). Indeed, sometimes you will meed a tank which is just a little bit 
better than the T34 - and it is very frustrating then to see that the needed 
tank is far away, on another part of the map. Mix them and then you will ha- 
ve "the right tank in the right place” in most cases. 


memo memes 


The Artillery: i.e. the guns and the anti-tank guns. 

The Guns: it is difficult for the Russian player to have a good artillery. 
There always are these stupid mortars (81 and 82mm) which are not effective. 
And it is the same with the Russian ‘Flak! amd the 76,2mm Howitzers!: Yes, 
these mortars have a good range (12 hexes) and they can even move - but, 
their AF is disappointing. These counters can only destroy a truck = but the 
German player would be very stupid to leave such a counter unprotected. 

The best counters are naturally the 122mm Howitzer and the 120mm Mortar. 

They have an excellent AF (the DF is the same as for the German units). These 
H and M weapons are also very effective against the tanks and armoured vehic- 
les. Of course, it's better to attack the infantry - but sometimes you have 
NG CACISe wa 

The AT Guns: The best of them is nearly equal to the German 7Smm: it is the 
76,2mm, feared and nicknamed the "Ratscha-Bumm" by the German soldiers. Like 
all AT guns it must be used at a very close range.- The two other Russian ty- 
pes of AT Guns have only an AF of 7 or 8, not enough when most af the German 
tanks have a DF of at least iz... 


Tactics with the Artillery: Of course, you must place your counters in a hex 
which can provide cover: a wood, a town. To use direct fire, you need a good 
LOS. Those units to be used with andirect fire should be set up far away from 
the line of battle ~ I am speaking only of the good units; never mind the 
others: use them to fill a gap in a defense system or have them loaded when 
you have to break through the German lines for victory purposes. It is ennoy- 
ing to load and move these units - it wastes a lot of time - try ta find a 
good place for them in the beginning. In general, I find these units uninte- 
resting and easy prey when the VCs require a certain amount of units to be 
eliminated. 

The AT guns are effective on or near the front line, where the German tanks 
are. When you attack the opposite line, mix the attacking Russian tanks (loa- 
ded with infantry) with a few half-tracks loaded with these guns: they will 
be fast unloaded and ready to be used. 

When you have to defend a town, it is good to put an AT gun in ahexs it will 
be an armoured target now! In general, however, it will be better to put 

guns on hills and covered slopes than in towns (where they can be attacked 

by tanks more easily). 


The Cavalry: They - unfortunately only four of them are available - are good 
to harrass German units, with their AF of 10. Always try to use them as mo- 
bile troops (it is ennoying to see them trapped). 


The Halftracks: Load on them your good troops only. They are slower than the 
trucks, but only on roads. Having the same MF as tanks, they are good compa~ 
nions for them, and can transport guards or "Ratscha-Bumm" units very easily 
in the middle of the battle! 

The Trucks: Slow on non-road terrain. Without protection: easy prey. After 
unloading, bring them back into the second line. Load only units which cannot 
be put on tanks or halftracks. If trucks on reads form a long column, figure 
out in advance which lcaded unit should be used where and when and arrange 
your column accordingly... 

Mines: affect both sides... Don't put them where you might have to retreat. 
Fill the gaps with mines, preferably between two green hexsides and have a 
unit near them to spat for artillery indirect fire against engineers. 

((wih: Debate! 1 suppose some of you have some other ideas, don't you?)) 
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PANZERBLITZ SITUATION 5a, A VARIANT (by Claudio Nardi, Italy) 


((wlh, A long time ago - actually for Don Turnbull's "Albion" - I wrote an 
article on "Panzerblitz Situation 5" trying to show that the German player 
has no chance, even not a theoretical one, to win in this scenerio. I never 
had enough space te publish it - and now, I feel, I should first check it 
again, after all these years, and for this I have no time in the moment. I 
shall, perhaps, publish it later, either in E or in "Joker" 

Anyway, after having read a pre-publication copy of. my article, Claudio wro- 
te the following Variant for Situation: 5. )) 


In this situation, the German player has not any chance to win, if the Ras- 
sian is not completely foolish; moreover, there are not many possibilities 

of combat, because the German is compelled to run as a hare to satisfy the 

victory conditions stated in the Situation Card. 

On the base of the preceeding statements, I planned a variant, giving the 

German some chence to win and to both players a chance to have some combat, 
making the basic situation more lively. 


First, I increased the time available to 15 turns, giving the German more 
time to fulfill the victery conditions, and then I stated the arrival of the 
following reinforcements: 


Russian: Turn 10 (1 hour after the start) 

1 Rifle (141), 2 SMG (181), 1 8lmm Mortar (81), 1 45mm Antitank (11), 5 
Trucks (421) 
German: Turn 11 (66 minutes after the start) 

2 Sturmgeschiitze III (821), 2 Marder (811), 1 Jagdpanzer IV (840), 3 Pak 75 
(Ql ).- 1 Halftrack (441), 2-Trucks (428) 


The Russian player rolls the dice at the end of the German player turn 10; 
if the result is an odd number, the reinforcements enter from 1-GG&-3 hex, if 
the result is an even number, the reinforcements enter from 1-A-3 hex. Ger- 
man reinforcements enter from 3-Q-1 hex. 


Since it was necessary to increase the number of game turns to give the Ger- 
mans a chance, I considered that it was likely, to have Russian mobile re- 
serves arriving, which were deployed at the North or South of the German 
breakthrough, and to have German reinforcements coming from behind the main 
frontline. 

I thought it advisable to give two entry possibilities to the Russian reser- 
ves, because during the tenth turn probably the first German group is on its 
way back, and therefore it could be more ‘'realistic', if the German player 
doesn't know from where the Russian troops are coming; it also might be more 
challenging, if the Russian doesn't know from where his own reinforcements 
will come, when he has to place minefields and blockages on the board - and 
more realistic too, since in that moment he wouldn't know from where later 
he will be able to take reinforcements. 


Let's check, whether the modifications to this situation modify also the ba~ 
sic Panzerblitz design philosophy or not. The situations are limited to 10 
or 12 turns, mainly for the following reasons: 

1) Limitations of the forces on board (it is likely that after an hour one 
or both adversaries would send some reinforcements to critical points). 

2) Maximum range of vehicles without refuelling or ammunition supply, and 
physical endurance of the crews. 

3) When a "X" result is rolled, the unit is not physically destroyed, but 
only reduced to a disorganization level at which it cannot fight effectively 
for a given critical time. 


The first point does not matter due to the reinforcements scheduled for turn 
10 and 11. Point 2: the variant should be in accordance with this point; the 
ranges of vehicles present on board at start of the game, regarding fuel 
supply, are as follows: 

SU76: 150km (2¢h)*, SdKfz 234/1: 1000km (1ih)*, PzKw IV: 8O0km (8h)**, Sturm- 
geschtitz III: 93km (4h), Wespe: 95km (5h), SdKfz 251/1: 300km (5h)* 


(NB: These times have been obtained dividing the range for the maximum speed, 


— 15/16/17 ; , BS . Tony Jones: Pzl_solo 


therefore they are less than the real ones. *) Range and maximum speed evalu- 
ated on road; **) quite approximate value.) oe 

I have not got any data on the- range of SI5-5 and US 24 ton trucks, but I 
think that the ranges for these vehicles were exceeding the amount needed for 
a game with a length of 15 turns. 


Form these data it is evident that the problem of supplies was limited, at 
least for the time of the scenario situtation, to ammunition supply. 

Because it is nat likely to have many combats in this situation and since 
for three turns a larger amount of German units 2s not on board, it is pas~ 
sible to assume that the ammunition needed in this scenario will not exceed 
the supplies. I think that the same approach may account also for the physi- 
cal endurance of the crews. 


Point 3) is applicable mainly to infantry units, because a vehicular or ar- 
tillery unit may also be reduced to a useless level because of the destruc- 
tion of its weapons and vehicles, but an infantry unit can be routed and, eaf- 
ter half an hour or an hour, can be reassembled and ready to fight again. 

In a situation of statical combat, this fact should have a great influence 

on the possibility to increase the time, but a routed unit probably would 
withdraw from the center of the battle at its maximum speed, so, also if re- 
assembled after half an hour, this unit would not fight as effectively as 
before; in a mobile combat situation it also could happen that this unit 

will not find the enemy again. 


l understand that there are other approaches for a variant of this situation, 
perhaps nearer to the general philosophy of the game, foe example by impo~ 
sing to the Russians to endeavour to fight, by varying their victory condi- 
tions, e.g. admitting the Russians to win only if they destroy a given 
amount of German units, or by delaying the arrival of some mobile Russian 
units (SU76, Trucks with infantry). But I think it is not likely to get by 
this a marked improvment of the unbalanced condition of the situation, be- 
cause the unbalance is basically connected to the fact that the Germans need 
four turns to cross the board, therefore they just have not enough time to 
fight the Russians neither to fulfill the VCs, even if unopposed. 


1 tested this variant solo ~ it seemed rether balanced to me, perhaps a litt- 
le bit in favour of the Russian player. This opinion has been confirmed when 

I had another test in face-to-face gaming: the game has been won by the Rus- 

sian, but cniy for one unit and in the very last move. 


What do you think about it? 


PANZERLEADER SOLO (by Tony Jones, South-Africa) 


"Panzerleader" solo is easy really: Re Indirect Fire rule: IT play this slight- 
ly differently to the book obviously. Ax the start of a side's go I allow it 
to attack any units it can by Indirect Fire - having selected the target, I 
then roll the Indirect Fire Table to see if fire lands in hex or all over 

the place per the scatter rule. If itts ok, I roll again for the result - if 
not and it lands on one of the hexes outside the target hex and units are 

in this (both aides) I conduct normal Indirect Fire attack. 

(By the way: AH games are on sale here in Johannesburg: Central News Agency 
Ltd, Rissik Street - just in case anyone is over here and wants some titles.) 


PANZERBLITZ: QUESTIONS (by Jean-Louis Roba, Belgium) 


Cavalry moves at the same speed as the wagons. Why? I know that such units 
include horse drawn vehicles - but in attacks, the ‘mounted! soldiers fought 
separately - and since the battle only lasts a few hours, the cavalry men 

did nat need any supply. 

Why have Recce and SMG units only one MP? They have trucks. 9r halftrucks?$ 
And, how is it possible that recce units are only as fast as the other infan- 
try troops ~ their job requires speed, like 2 or 3 MPs... 

Where are the "lend and lease" vehicles? The Sherman was used in great num- 
bers by. the Russians. (Maybe some Sherman counters should be used from "Pan- 
zerleader" in some 1943-45 "“Panzerblitz"-situations). 


((wlh: "Panzerblitz" is not considerded to be very historical/realistic, cf 
also some notes in Pz. - but it is a great game as a game,not a simulation.) 
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PANZERBLITZ SITUATION 143 (by Bernard Roland, Belgium) 
German mobile assault on the Soviet bridgehead of Manytchskaia (23/11/43) 


In january 1943, the Soviets tried to capture Rostov in order to achieve a 
second — and four times more important - Stalingrad with the German troops 
retreating from the Caucasus. Even after the failure of dangerous Yegorov's 
raid on Bataisk, the Russians were still holding a fortified bridgehead to 
the south of the Manytch river. This position was a permanent and mortal 
threat for German Army Group A (von Kleist), because a massive Russian ar- 
mour attack could start from it in the direction of Bataisk and Rostov at 
any moment. Field Marshal von Manstein, commander of Army Group Don, who had 
to protect Kleist's retreat, decided to destroy the Russian position by cap- 
turing the village of Manytchskaia, key of the sector. In a double movement, 
the Soviets were attacked from the West by the llth PzD (Balck), detached 
from the 48th armoured corps (Hollidt), and from the South-East by elements 
of the 16th MD (Count von Schwerin) coming from the Caspian coast across Rus- 
sian XXVIIIth army. Both units were subordinated to the 57th armoured corps 
(Hoth). 

In the beginning, the results were poor: the village was strongly fortified. 
Then Balck decided to use an artifice: the Soviets had put most of their T- 
34's in the earth; they were facing the South of the front. The German artil- 
lery began to bomb the north of the village and an attack was simulated the- 
re. The plan worked and the Russians digged up their tanks, sending them to 
the North. They were completely surprised by the new German attack from the 
South, and the Manytchskaia bridgehead disappeared soon in a slaughter of 
Russian armour... 


Russian Forces (elements of 3rd Guards Armoured Corps) 
Infantry: 2 Engineers, 4 Recon, 1 SMG, 8 Guards 


Artillery: 2 12,7mm MG, 4 45mm AT, 2 57mm AT, 6 76,2mm AT, 3 82mm M, 3 82mm 
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German Forces 
Balck: elements of lith PzD 


Armour: 10 PzIV, 4 Still, 4 Marder III, 1 Lynx 
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Set-up and Map Configuration Ni 


Russians set uf first anywhere on the map. 
Germans: Balck enters board 1, south of P- 
line (western edge only); Schwerin enters 

southern edge of board 3. 


Rules 


Use "Panzerleader" Rules. Exceptions: terrain effect, stacking rules. 

Optional rules used: Infantry quick~time speed; Opportunity Fire; Panzerblitz 
assault; Functional mobility for twrreted AFVs. 

Game Length: 12 Turns. 

German VCs: Decisive: Less than 5 Russian units south of XJUX line; Tactical: 
5-10 Russian units; Marginal: 11-15 units.~ Russian VCs: Decisive: More than 
50 German units destroyed; Tactical: 30-50 German units destroyed; Marginal: © 
20-29 German units destroyed. Trucks, Wagons do not counts as units for VCs. 


Bibliography: Carell, Paul: Opération Terre BrOlée; Quarrie, Bruce: Tank Batt- 
les in Miniature, Vol II.- 
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COMMAND CONTROL, PANIC (by Allan J Ovens, UK) 


I feel a very accurate system can be devised, but it would be time consuming 
and perhaps too slow for the majority of the gamers. However, for the enthu- 
Siastic realists I propose the following system. 


Each unit should be allocated a number, between 1 and 100, which will be 
printed onto the counter and called the units Panic Level. Low quality units 
with bad leadership would have high numbers while first rete dependable for- 
mations would have low numbers. 

It seems reasonable that if two or more units are in the same geographical 
location, either all or none will panic, the stronger influencing the weaker 
and vice versa. (Although, I'm sure somebody can quote a counter example.) 
So when several units are stacked together a straight average of the Panic 
levels is taken to form new Panic Level for the stack. 

To decide if a unit or stack panics, at the beginning of the player turn a 
percentage die is thrown for each hex containing friendly forces. If the Pa- 
nic Level exceeds the die roll, the unit panics, hence the lower the Panic 
Level the greater the chance of retaining control. 

Panic Levels would be further modified by other factors such as terrain (it 
is much easier to panic on a plain with 5000 cavalry charging at you than in 
a secure fort laughing while the attackers tire themselves out storming up 
the hill), or geographical location (few units will panic thousand miles 
from the front - as in "ACW"), or having a large amount of reserves immedia-~ 
tely available for reinforcement, or the presence of a leader, or state of 
supply. 


For example: The ist Veterans (PL 12) are billeted with the 7th Foot and 
Mouth (PL 76). Average PL is 44. The two formations are in a town (subtract 
20 from PL = 24) and have a famous leader at their head (divide PL by 2 = 
12). The die is now thrown and 24 rolled =~ hence the two units do not panic. 


The above forms a reasonably accurate and realistic picture of CC. The only 
drawback is the required die roll per stack per turn. This could well prove 
excessive for some people, although I am not the most patient of players and 
the many throws for attrition in "ACW" don't worry me. 


With a little modification, the above system can also be used to reflect bad 
communications. A units Communication Level could be calculated from the ty- 
pe of terrain it's in, the type of terrain between itself and HU, and the 
state of the weather. 
If the Communication Level exceeds the percentage die roll for the unit, then 
it stands unordered. A much more realistic situation is presented because the 
commander knows the chance of getting his orders through to a unit and these 
chances are Similar to real life. 


({wlh. Maybe, it should be added that it certainly also will make a differen- 
ce whether adjacent units had to bear heavy losses in the same turn or in 

the turn before.- Also, a differentiation should be made taking in account 
with which weapons you have to fight against which weapons: like, I suppose, 
a unit would be more likely to panic if it had to fight with rifles only 
against some panzers.- Furthermore, it might make a difference whether an 


infantry squad, company, or battalion - etc ~- has to defend against a few 
or ea mass of panzers.- 
The difficulties of radio communication mostly aren't simulated at all ~ but 


the problems connected with this can be very decisive for the outcome of a 
modern battle. And there are a lot of problems as everybody will know who 
ever had something to do with radios in the army. I know since I am doing 
my military service in a staff and radio company.)) 


HOW TO PLAY ARTICLES? (by Martin Campion, USA) 


Should magazines publish how to play articles? The obvious answer is that 
they should because people want to read them. There is a value to this type 
of article that few poeple realize: They enable people to check their inter- 
pretations of the rules against the interpretations used by other people. 
It is possible for two separated groups of players to be playing inadverted- 
ly two different games using what appears to be the same game with the same 
set of rules... 
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COMMAND CONTROL? (by Ralph Vickers, Spain) 


((The following article was written a long time ago and originally not meant 
for publication in E; since I feel that the discussed problem is still not 
solved, I would like to publish it here.)) 


Wargamers have been grumbling about one of the latest ({wlh: Spring 1975)) 
"breakthroughs" in game design: the Command Control rules. 

(Perhaps the remarks I'm about to make could also apply to Panic rules. 1 
don't know because the only experience I've had with Panic rules was the ti- 
me I set up "Kampfpanzer" for an initial try-out. I rolled my die and saw a 
column of my tanks - still safely two cannon shots distant from the battle - 
scatter in six directions like a barnyard of silly chickens. In disgust I 
folded up the map and haven't seen a Panic rule since.) 


a 


Command Control is-a different matter. The way it's applied in games like 
"PanzerArmee Afrika" and “American Civil War" it's almost a great idea. It's 
just that the idea has never been developed beyond the germinal stage. 

The major flaw about CC is that it depends on a unit's LOCATION. How many 
times have you placed units in second-best positions merely to minimize CC 
effects? This just isn't realistic. Worse, the system doesn't even compensa— 
te this defect improved playability. CC isn't even 'fair' because some num- 
bers appear less times than others. In PAA 8 and 9 are the ‘good! numbers. 
They only appear once on the CC Chart while all the others appear twice. In 
other words, this idea should never have got through the playtest stage in 
the shape it's in. 


Instead of depending on LOCATION, why not assign a CC number to each UNIT? 
Let's see if this looks like an improvement: in PAA if you have ten units 
each placed on a different hex number from 1 to 10, each time you roll for 
CC three units will be affected. Call this a "pure average 30~ result". Of 
course, as every Allied player knows, if two of your ten units are on a 2 
and two others are on an 0, you inevitably roll a CC 6 - a 50% result. Fair 
enough. The point I'm making is that the CC result varies with circumstan- 
ces. But it's all a matter of luck. And the more the element of luck is 
built into a game the less the average wargamer likes it. 

We can get exactly the same effect by throwing out LOCATION and assigning 
each unit a CC number. (Instead of actual numbers I suggest neat white or 
black dots on the upper right-hand corner of the PAA units.) Take the first 
ten 2-50's to appear in the game. Mark one with one dot. Mark two with two 
dots, three with three dots and four with four dots. 

For simplicity we'll use ten chits marked 1 to 10. (This idea can be easily 
adapted to single die rolls, but how to do this is a bit complex to explain 
and it's a subject beyond the scope of this discussion.) 

Here's how the system works: Draw a chit ((or roll a percentage due Lie 
is al, only the one-dot unit is CCed. If you draw a 2 or 3, both two-dot 
units are CCed. A 4, 5 or 6 chit affects the three three-dot units, and the 
7, 8, 9 and O chits CC the four four-dot units. This gives us a CC result 
ranging from 10% to 40%. 

Let's check to see if we've distorted the "pure average 30% result" built 
into this game: Draw all the chits and add up the total number of CCed units. 
Chit 1 = one unit CCed, chit 2 = two units CCed, etc - when all ten chits 
have been drawn a total of 30 units will have been CCed. In other words, an 
average of three units per chit have been affected - an average 30% result. 
There is no distortion. You have ten units on the board and an average of 
30% of them are going to be CCed - exactly as the game designer intended. 
But what are the advantages? 


First of all, you are free to deploy these units to maximum advantage. No 
more worrying about the artificial factor of whether you're stacking too ma- 
ny units on '2' hexes or whether you can risk placing a couple of units on 
those '8 and'# hexes. This eliminates the major objection to the present CC 
system. 

But there's an added dividend. Play interest increased. For one thing your 
units begin to take on ‘personalities'. “The good old 16th Infantry Brigade", 
the Allied commander thinks fondly as he deploys that one-dot unit. "You 
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can count on the 16th nine times out of ten." 

"Oh dear, here's the four-dot 24th Aussies. Lots of elan in the ranks, but a 
terrible signal section. Order them to patrol the ridge south of Sidi Barra- 
ni - that's a good job for them well behind the lines." 

If you're an Allied commander who is convinced that Tobruk should be held at 
all costs, then you naturally assign to its garrison a crack division compo- 
sed of three one-dot brigades. That division will faithfully sally out oan 
orders to cut Axis supply lines nine times out of ten. Or if you believe To- 
bruk is doomed anyway, then obviously you garrison it with more expendible | 
four-dot units. Isn't this converting CC into a game element that you can ma- 
nipulate and use? 


If the Allies suffer heavy losses, they can start to rebuild a smaller army 
but a better one + a careful mix © heavy on one~ and two-dot units with en- 
cugh three~ and four-dot brigades scattered about to keep the army operatio- 
nal when inevitably the high-numbered chits turn up. 

Naturally the Axis commander will try to destroy the best units, so a pru- 
dent Allied leader will often keep them behind his lines as his reliable mo- 
bile reserve. Doesn't this all sound more realistic than a system based pure- 
ly on luck and a unit's location? 


If you prefer to play PAA with the actual units designated on the einforce- 
ment Track, then probably the best way to number the units is strictly mume- 
rically. This procedure isn't 'fair' to the Axis because at the start of the 
game the Allies, out of twelve initial units, will have two one-dot units. 
This does distort the "pure average 30% result". 

However, the distribution will quickly even out as the game progresses. if 
you insist on being strictly 'fair', then before the game starts draw the 
ten chits at random. This will give you a random order of appearance for the 
dotted units, an order that should be repeated exactly for every group of 
ten units. 


This is not a 'final answer! to the CC problem, but maybe this discussion. 
will set Someone to thinking about how CC can be improved. 


((Cf also: € 12/13,75, and earlier)) 
ANOTHER NOTE ON CC/PANIC (by Cliff Sayre, USA) 


(Re: € 12/13:75) I am not against panic or command control, I fail to see 
that numbered units and using hex numbers are in any way comparable. (Ad- 
mittedly, BOTH systems are an atstraction.) However, why should a set of 
units in woeds, along a stream, or in terrain ‘Selected for defense, pnaic 
simply because they happen to be in hexes with the 'wrong' numbers, and, in 
fact, in these desireable locations may panic collectively simply because 
the geographic feature with the same last digits happens to be drawn along 4 
particular set of hexes? I do agree, that with the use of unit ID numbers 
for panic, one tends to get a more predictable percentage af panrie. .. bos 
isn't that what 'panic level' is all about? I suppose it could be argued 
that units with the same ID last digit should not be used adjacent and that 
THAT TOQ is a constraint... 


LIMITED INTELLIGENCE (by Cliff Sayre, USA) 


Enrico Manfredi (cf-—£ 12/13,74) identifies the weakness of the algebraic 
scheme for hidden movement or limited intelligence. As illustrated by the 
examples in the article, the method was particularly developed for use in 
GDW's "SSN" where there only are two submarines on one side and a group of 
ships on the other side. Although the convoy or task force may be large, it 
may usually be located by two or three extreme element (furthest south, 
furthest east, etc) locations for purposes of computing the ranges. 

Further, if one player deploys at one side of the board, or edge, and the 
other comes on from a corner, it is possible to estimate the minimum number 
of moves when contact might be expected. Thus, one can sometimes avoid seve~ 
ral turns of calculations. 

We have found the experimental hex sheets which came with "Kampfpanzer" to 
be quite useful for the sub commander to keep track of his location while he 
is away from the main map. The sub normally gains contact first at which 
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point he is per tages to view the board for the first. time. If the sub loses 
contact (e.g. from 'evade') and the convoy loses contact, the sub commander 
is sent away from the board again. Before leaving he aeete ce the position 

of the units most likely to regain contact. Each successive turn out of con- 
tact he requests the coded locations for these units. If contact is lost for 
too long a period, he might start asking for coded locations of ‘nearest to 
east-west fold', ‘farthest south', etc. 

It is seldom necessary to eaiculare for EVERY oe Although he will have 
some vague idea of dispositions even while away from the board, the use of 
the algebraic method while out of contact denies the sub commander a2 great 
deal of information and is a lot more equitable for the surface ship comman- 
der. 

The algebraic method is also suitable for a game like "Jutland" where only 
two or three task forces (each located in a hex) are involved in searching 
out two or three other task forces. 

The. STRENGTH of the algebraic method is that it can cope with situations 
where the adversaries each have units with a search range of several hexes 
and, hence, there would be a large number of hexes to be searched individual- 
ly. Range of one = 7 hexes to search, range of two = 18 to search, range of 
three = 36... etc. Thus, with two ships/side and a range of contact of only 
three hexes, there would be 72 jexes to be searched by each side or a total 
of 144 calls. The algebreic method handles this situation with four caicu- 
lations and the contact range could be ANY value such as twenty hexes which 
would involve a massive hex-calling list (assuming you could keep track of 
where you had looked and where you were eligible to look, but had not). We 
have also used the algebraic method for "CA" (both commanders using their 
personal small numbered hex-sheet). If one commander has better radar or 
visual capability than the other, the spotted enemy goes on the board first. 


Enrico Manfredi also suggests a mechanical or physical analog to the algebra- 
ic method. His idea is a good one, and is a generalized version of a "Jute 
land" search method described in "Conflict" 1. The DiSadvantage of Enrico's 
proposal is that it is only suitable for situations where each unit may look 
in its own hex for contact. Unless. two sets of the apparatus are provided 

and each player transparentizes all of his eligible hexes on the opponent's 
apparatus, you can only search a single hex for each unit... it's own hex. 


However, like all basically good ideas, Enrico Manfredi's suggestion can be 
converted into a viable system which will overcome the range limitation. 

One needs two pieces of glass (or plastic sheet} and two hex maps (one will 
have to be numbered in a 'mirrer fashion' since one player will be looking 
"down' as in a normal map view and the other will be looking 'up' fram the 
center of the earth). With a sharp knife or razor blade cut rectangles or 
squares (on three sides only). When you are finished, as you recover from 
cramped fingers, the hex maps will look kind of like stamp album pages with 
flaps (stamps) in each hex. A grease pencil (china-marking pencil) can be 
used to mark the hex locations of each player (in secret with a screen bet- 
ween the two pieces of glass) on his glass by lifting the appropriate Hex's 
flap. One player should use a circle, the other a '+' or 'x' so that, when 
the screen is removed, there is no possibility that a friendly symbol might 
mask the view of an enemy symbol through the two plates, if two units are 

in identical hexes. The search now proceeds (screen removed) with each play- 
ex lifting every eligible flap within his range of contact. He can see the 
enemy symbol through the two glass plates, if he sights an enemy-occupied 
(marked) hex. The method (as with others) requires honesty on the parts of 
both players not to peek under flaps which they are not eligible to search. 
The next turn proceeds ‘y replacing the screen, rubbing out previous loca- 
tions, and marking under the flaps of hexes in which units are currently lo- 
cated, etc. ((wlh: An ingenious idea - and, Cliff omitted to say: for all 
such games you probably have to make up only one set of such hexgridded maps 
with rectangle ‘wandows'!.)) 
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REALISM _IN COSIMS (by Sandy Eisen, UK) 


This is what simulations are all about (after fun). If all you want is playa- 
bility then try draughts, or chess or monopoly (or, if it's 'war' & playabi- 
lity you're after Waddingtons “Campaign"). 


What everyone gets wrong is they assume realism = rules! 'dirt'. It doesn't: 
‘dirt! just makes a game seem more realistic. Just about every game availab- 
le today a) chops real time into ‘turns’, usually, though not always, of the 


'yvou-move-now~I-move' type, b) gives players god-like intelligence concerning 
their own units, the opposition units, the terrain, forces available to each 
side in the future, capabilities. and techniques possible, etc, etc. 

Both these effects can be countered by taking the game, nearly any game, and 
using an umpire. This allows true hidden simuléaneous movement, and the um- 
pire handles anything the players can come up with. There are many ways of 
doing this, ways that will depend on the game, the umpire, and the way the 
players want to work things. 

Just remember: the game is a tool and can be modified to do what you want it 
to do. Players often feel bound by the rules - it should be the other way 
round. 

((wih: Should it really be the other way round? Assume, for once, that‘ we 
would have this well-tested, well-researched, accurate, realistic - etc - 
game we are are still waiting for: if now we use it as a tool and change its 
rules, will we not destroy the game, its accuracy, historical realism, etc? 
And: sinee we don't have this game (yet): are we really able to change a ga~ 
me se that its '‘realism', historical accuracy, etc increases? 

Maybe. But if it is or would be so easy to do that more or less 'everybody' 
can do it, then there must be something, there must be a lot wrong with the 
games we got up to now ~ and with their designers and publishers -— anc espe- 
cially with their research, playtesting and capability to transfer datas in- 
to a (still playable) real simulation. 

I fear there is something wrong. Cf also the articles on "Global War", "Dread- 
nought", "Yeoman" - and some other notes in other articles ~- in this issue.)) 


Une more factor fits into this ‘system! (an approach really). The decision 

a gamer makes in a simulation should, in some games at least, represent the 
same decisions that a designated individual (i.e. Head of State, corps com— 
mander, squad leader, etc) would make. Their decisions would be based on the 
sort of information that would actually be available to that individual. 
This idea springs from D&D (Dungeons & Dragons) where one plays an individu- 
al in a Fantasy worid, but I feel its validity can be extended to much of 
wargaming. This makes D&D and the concept of playing an individual role per- 
haps the most important advance in wargaming since the fabled "Tactics Ii". 
No wargame I know of properly portrays combat from the point of view of one 
Mane + 


I could give countless examples af this but one will suffice, and I am sure 
the game contlusion will be obvious for all other games. Take !Napolegn at 
Waterloo" {a good example as SPI seems to be using this system for at least 
60% af their current games cutput, regardless of period). 
Presumably, it's a case of Bonaparte's ability versus that of Wellington 

(plus a valid chance factor). But would the Emperor really be concerned exact-— 
ly where each division attacked, to which hex a unit maves out of 2-3 possi- 
bilities, the ‘order! in which the attacks are resolved, which artillery 

unit supports which battle? Of course not. Such considerations, if indeed 

they are valid, would be dealt with by corps, or even division commanders. 

The supreme commander would merely dictate overall strategy. But it is on 
these fine tactical points that the game is won. Certeinly, strategy matters, 
but it is irrelevant if combined with sloppy (unlearnt?) hex manoeuvering 
(which is the name I will give to all the above details). 

What can°designer reply? He can say that instead of playing Napoleon, we are 
playing a multiplicity of corps commanders, all linked into a super communi- 
cations net and well coordinated. Fair enough, that's the way the game plays, 
but it ain't war, and it's still hex manoeuvering. Ur, the answer can be 

that the actual moves are assumed to be the best the subordinates can work 
out, on the basis of strategic overcommand. That would be o.k., if ‘the 
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best' came automatically. But it doesn't. The whole essense of the game is 
figuring out the best way to organise multi-unit attacks to get the good old 
3:1's, etc. The man who makes the mistake(s) looses. Strategy doesn't come 
grtbe ach, Rexes and 3:1's. do. , 


Now, I'm not saying all games should be done on an individual point of view 
system, but I think it's a valid idea that would give an improved insight 
into military studies, and it just haven't been tried yet. 


((wih. Another idea about 'realism': there are lots of things which are not 
simulated yet, as far as I know: like the single man, the nearly hollywoodian 
hero, who was able - against all expectations _and odds - to decide a battle. 
Like also such genious strategical and tactical ideas which - again: against 
all expectations and odds - turned out to be successful. Or, in other words: 
as heroic one of your units in the game might be, as genious and surprising 
your attack might be, if it's only a 1:3 or even worse, then it is a 1:3 on- 
ly - and your unit will probably be eliminated - and nothing will be won. 
Or, the other way round: attacks done in the right way and with an overwhel~ 
ming superiorty - like a 6:1 in a game - can fail in reality, but is there 
any chance that they fail in the averace game? How often will things like 
these happen in reality? Once in a battle, twice, more aften? Then, there 
should be some ruling. (like Tom Oleson's ‘Vanity rolls' perhaps) to simulate 
this once or twice per game... 

On the other side, it probably is impossible to simulate 'everything' - okay, 
but then we — and especially the game publishers ~- should be much more care- 
ful and reluctant to call these games realistic, historical simulations. By 
many reasons most, if not all of them are still far away from being much mo- 
re than just games. Some of them excellent games, exciting games, certainly 
belonging to the best games which exist ~ but that is nat the point we are 
discussing here.) ) 


REALISM AND COMPLEXITY (by Cliff Sayre, USA) 


Bob Morstein-Marx (£ 12/13,67) makes, I think, a good point that too many 
people equate realism and complexity. AH, SPI, GDW, Rand and other companies 
have all demonstrated in some of their games that such a tradeoff is not™evi- 
table. I think that the word ‘realism! is often misused. For example, substi- 
tung pictures on counters for numbers or vice versa has nothing to da with 
'realism', but the validity of the simulation (realism) is unchanged. I think 
miniatures people confuse visual appeal with realism in many (not all) cases 
when they put down boardgames. Also, the fact that an explicit table or die 
roll or procedure is instituted does not necessarily constitute realism... 

it may just be tedium in disguise. I will admit that a game (such as naval) 
or period (such as WWI or ACW) may be of such a high degree of personal in- 
terest that I will readily accept more complications in play or procedures 
than in a game on a topic in which I have little interest. Hence, to some 
extent, complexity is sometimes in the eye of the beholder. It is interes- 
ting to note how the complexity of the (SPI) guads has increased since B&G I, 
even though the basic game system is still that of "NAW". In the case of the 
quads, the increases in complexity have tended to account for additional 
factors which were necessary or desireable to provide for factors which 

could not be accounted for within the basic system. However, this unfortuna- 
tely negates part of their function as introductory games unless the novice 
is guided to one of the really simple games. 


HISTORICAL SIMULATIONS? (by Tom Oleson, USA) 


Your article on "Yeoman" (in this issue of E) reminds me of a cartoon feature 
in a populer men's magazine called "Suspicions Confirmed". In the first panel, 
for example, the wife would be telling her husband what a hard day she has 
slaving with all the house work. In the second panel you see her smoking a 
cigarette, watching tv, and that is the "suspicion confirmed"! I have for a 
long time suspected that the vast majority of so-called simulations are very 
little faithful to history, ESPECIALLY those on obscure battles, or older 
than modern era. Very few people know the truth, and fewer still would take 
the trouble to express it, and even fewer still would be taken seriously, or 
find a forum. 
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I also get quite suspicious of SPI's “'cookie-cutter' units. It certainly sa- 
ves a lot of research to make all the units uniform! I single out SPI, but 
probably all the companies share the blame. You take a game like "1776", 
which I think is a splendid game - who really knows if the combat and move- 
ment factors are right? 

This is one of the beauties of "Anzio". I am not so naive as to think it is 
perfect, or close to it, but it is one of the easiest campaigns to check and 
verify, and one of the games that tries the herdest to be a real simulation, 


It seems to me that there are sao many more games these days than anyone can 
play, that it makes sense to search out the few games that ARE realistic si- 
mulations. One may argue that it's a game, you have fun, so what? ~ and tho- 
se who argue that are entitled to their opinion. As for me, if a game is not 
a fairly accurate simulation, I would prefer to play an openly abstract, 
non-historical game. To me, the historical element in wargames, and accurate 
geography, are points of considerable interest and value. ; 


PERFECT GAMES? (by Martin Campion, USA) 


I think you are being too idealistic in what you expect from game companies. 
It is close to impossible to publish a perfect set of rules for a game as 
complicated as even a simple wargame. The trouble is that a wargame is a 
system, and if you change one smasl part of the system that change has reper- 
cussions throughout the whole. ((wih: Variants??)) 

So you are designing and testing a game, and it is not working quite right. 
You make a change. Possibly you have fixed the problem. Possibly you have 
inadvertently made a change which destroys the value of all previous testing. 
Maybe what you ought to do is start your testing program over from the ber 
ginning, preferably with a whole new set of playtesters, so that they won't 
be unduly influenced by memories of the game before the change. Etc etc etc. 
Perfection is an ever receding goal, and, as you approach it, it tekes a ge- 
ometrically greater effort to narrow the distance further. Eventually, the 
game designer reaches the point at which he must involve the whole wargaming 
community in the effort to improve the game any further. The only way to do 
this is to publish it, and to charge people (({not hard-scores, average play- 
ers, or even novices also?? wlh)) for the opportunity to contribute to the 
cantinuing development of the game. x ‘ 

If a person does not want to be a co-designer, he must only buy old games 
(and have access to the literature of rules interpreéations) or second edi-~ 
tions, which, however, might not be closer to perfection than a new game 

if any fundamental changes were made in the game. 


All of this is not to say that game publishers always do what is reasonable 
and best. There are certainly some games about which it is possible to say 
that their designers got the public involved in the process at an unreasonab- 
ly early stage (but even this might be partly the public's fault for being 
impatient). 

All of these comments apply perticularly to ‘big games', games with many 
pieces, many moves, many things happening each move, etc. I have been invol- 
ved in playtesting three big games: "1776", "WWIII" (peripherally), and "Glo- 
bal War" ((cf article this issue)); and I have come to the conclusion that 
the major enemy of the big game is the production schedule. 

Both SPI and AH operate according to fairly rigid schedules. There are good 
reasons for this - it is the best way to get things done by a lot of people 
in a coordinated fashion - but it is dangerous too. As things have been work- 
ing aut, the production schedule has, I think, worked reasonably well for 
ordinary games (little or middle-sized games), but I think that the publi- 
shers have failed to allocate enough time to develop the big game to the 
point at which it would be reasonable to involve the public. Here,perhaps, 
economics enter the story. 

Apparently, you can't charge more, or much more for a big game, unless it 

has more equipment than a little game. You can't charge for development time 
directly. So maybe the publishers have to try to develop a big game in the 
same length of time that they would devote to a little game. 

And there is the problem of public impatience. Peaple buy games as much or 
more for their subject matter as for their value as games. It may well be 
that people WANT their games sooner rather than better. 


the result is concerned also... 
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THE KICKER 


wlh. This should be the beginning of |wlh. These Marginal Notes will give mo-~ 

a new column in —, partially written ire general thoughts etc to something 

by myself, but, considering my time- jmentioned in The Kicker. Try to keep 

problems, I'd appreciate your contri- |the two columns separated, in your mind 

butions to this column very much. also. On the left side I shall descri- 
There always are such a lot of new 2 on the physical qualities of a game - 


mes around, that it is nearly impos= jon the right side there will be some | 
sible to get or write ,after-play re- jaftertheughts which might or might nat 
views on all or even most of them. Ibe relevant for the described game. 


It is somewhat more likely to write (sje (Beh ao eritisel,omagbe neatly ‘wag- 


es ging, nestpicking description (or re- 
view also) enforces the reader to chan- 
ge his approach, his attitude to read 

a description/review. Up to now, it 
often was so, that - in general - 
mainly the good sides of games got re- 
ally pointed out; the negative points 
often were hidden, given somewhere in 
subordinate clauses er in single words. 
Readers got accustomed to that - and 
reacted accordingly: they understood 
the slightest negative remark as a 
hidden hint that the reviewer had at 
least some reservations against this 
game. 

For E I'td like to get much more criti- 


Game descriptions are often (cf "Sig- pale AGER more honest. reviews and des 
nal", "Panzerfaust/Campaign", Holes ee ee ans ~ and I hope to have this 


hole News", etc) written by people wha 
didn't yet find time to play the des- 
cribed game. Or, worse, who never/sel4 


so zine - CHeesehole News, or a_lon- 
ger game-description (like the ones 
given in the other new column, the Obs 
_servatory. Whereas these two kinds of 
descriptiorswill normally not be very 
critical, but more or less just des- 
criptive, the descriptions in The Ki- 
cker will be very cri-tical (=) -And; 
some more general remarks/thoughts/ 
ideas ~ maybe not directly concerning 
the described game - will be added on 
the right side of each page, as Margi- 
nal Notes. Well, we'll see how this 
works out - graphically, and as far ag 


kind of mature readers also who are 
able to use the given material to ma- 
ke up their own minds then. 


dom play any game at all. Results, (+): Unfortunately, there only are a 
utility, amount of misjudgements (if jvery few reviewers around - and among 
any judgement is given at all) and ithese only a very few are really good 
mistakes will depend on ist of thingsjones, able to write useful reviews or 
you'll find out whether the ones gi- jeven only descriptions. And most of 

ven here are valuable. (+). them - having to review lots of games - 


don't really know the single games they 
review very well; they just have to re- 
ly on their general experiences. This 
could be easily changed though - if 

YOU would cooperate: Probably each of 
our readers would know at least one 
game better than most/all of our other 


Game descriptions principially should 
give you as much (or more) info-on a 
game as if you would get when you 

would be able to look at it in a shopj 
depanding on the time you can devote 
to your checking and glancing through 


Ve eraenee eS ene ere Marae readers -— why not describe/review this 
- — ? o s 14 
servatory, Kicker) info which might ai Wa chem, Mies 2h. So Nee Ree yoy 
to review brandnew games only - consi- 


help you so decetde whe then wel moukd dering the amount of novices reading E 


Fae ee UR this game - oF not. (who have to find their way through 

Of course, there still is the risk, the jungle of some hundred available 
that a well-looking game conceals a games) and considering the fact that 
dull, silly, not-playtested, etc ga- jeven older players might not nave seen 
me - or, vice versa, that a lousy a teliable review on an older game yet, 
looking product could turn out to be |1 intend to publish descriptions/re- 

a fascinating game... Later reviews views on old (still available) games 
should show. Or, as the Little Prince|too. If you want to get such info from 
said: which makes the desert so mar- |others, you should write such info fox 
vellous is that there is a fountain others as well.. 

SaMEWIEEE s+: (§): HeHour, for instance, looks like 


Well, let's start this column with a very interesting, good game, despite 
Balboa's "H-Hour". (§). Ithe defaults mentioned below. 
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H-HOUR (BALBOA) (wih) 


The game comes boxed (31x224x3cm) and 
centains a 1l6-pages rules booklet, a 
(white, filled) 20-sided die, three  |somewhat doubtful and too often-only 
counter sheets (3x254 -= 762 counters),jshould hide the fact, that you don't 

12 partially geomorphic maboards (thinget a really finished product. 
cardboard, each 22x28cem, green/yellow/It might be acceptable as long as the 
blue, black/white). designers give you enough well playtes- 
No extra playing aids (like Game ted optional rules (and, maybe, but on- 
Charts on extra cards) are included - {ly additionally, some less tested op- 
despite a note in the rules that the- |tional suggestions), so that you can 

re would be some — nor any special easily add this complexity and/or 're- 
maps for upper floors of the buildinggalism' if you feel like - without by 
(as announced before the game was pu- |this destroying play-balance or histo- 


HeHour 


Marginal Notes (wih) 


This 'it-is-your-game~and-you-need~ 
not-be-vestricted’ policy 26.040 general, 


D 


blished). rical accuracy (etc) of the game. 

The subject of the game is individual jIt is less (or not at all) acceptable, 
WW2 infentry combat in a village or however, when - like in this game - 
town (ise. the same subject as in SPIgonly a few and/or not well-worked-out 
"Sniper"). such ‘optional rules’ are given. 

Two players can play it (each leading {In such cases there is at least no ne-. 


a squad, patrol, platoon, or even com4cessity to point it out expressis ver- 


pany) or more, like 20 players (each {bis that we can do so - this we knew 
being represented by one unit on the |before and anyway and this we can do 
board. . (cf "Battlefield", "Perfidious Albion") 


with all games we get... 

And: if we, the players,could/should 

do sa - why then to we need researchers, 
designers, playtesters at all? If we 
would and could do this ourselves, we 
could as well design our own games 
from scratch or use any other already 
existing game to invent our 'variants' 
and to add or substract complexity and 
'realigm'. Whoa would then care to buy 
any new games? 


Design & Graphics are by William A Co~ 
mito who designed it "from the view- 
point of a professional soldier who 
has spent 6+ years in the infantry, 
including two combat tours, and who 
has been an instructor in small unit 
tactics and map reading", and who ad- 
ded “interviews with combat veterans 
of WW2" to his research-work. He ex- 
plains that "there comes a time when 
yealism no longer adds to a game but 
makes it slower and more boring than What the average player wants is a 


needed" - maybe with a side-glance on jcamplete, well researched, really play- 
"Sniper"? - and therefore this game tested game, with complete, gap-less 
“starts out simple, becomes more com~ jrules allowing for interesting games, 
plex and realistic as it goes along in which fascinating problems have to 
and does not really end at the end. be solved - and,maybe, some optional 


The game is left open-ended on purpo- jrules which also have survived some 
se, because it is you, the game play- |good playtesting, enabling to add more 
ex, who should determine the final a aes ‘trealism', or to figure 
les and how much complexity or realismout twhat-if' situations. 

you want.” (*). 

The few optional rules given are not 
really rules which add to more ‘rea- 
lism! (whatever this might be}, but 
rather some additional ideas how some 
thing could ba simutated 10.4 gee es not _ very miniatures-like, i.e. inno 
rent manner. However, the rules seem eG to compare with Adis "Tobruk": 


Ee he ceny ere BDSG Oe ee interes+ii6 amount of die-rolling is ‘normal! 
ting possibilities. 


+): I wonder where these vehicle ru-~ 
tes are - not in the rules bowklet I 
got, in any case... 

{From a beard-gamers point of view, the 
game is - heaven and Camito thanks - 


(less than in "Sniper"), but, like in 
Bill Comito explains that "the game miniatures games you use a 20-sided 
is, honestly, an attempt to combine aldice. Therefore, Hill's remark might 
miniatures game and a boardgame tage- be somewhat misleading: what you get 
ther. Most of the rules are written is a normal CoSim-game - with the ad-~ 
from a boardgame viewpoint, but can ditional advantage, that it easily 

be readily applied to miniatures. The ican be adapted to miniatures play and 
vehicle rules are written for miniatu that you even could use the same map- 
res (+) but you can make cardboard boards.. 
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counters (or take them from @nother. . 
game) for use on the board. The mor- 
tar and artillery rules can apply tos 
either. The game is set up on a 1:200 
scale {1"=5m, 1lsq=3m or 1lOft approx; 
each turn=l5sec, 1MP=3sec)}", i.e. you 
can use miniatures “instead of the 
counters provided, for more realism 
and fun". 


Like in most rules booklets you find 
the remark that you can write to the 
designer "if you have any questions, 
suggestions, or additional rules". (§) 


The game is printed by en Advanced 
Reprographics, El Segundo, CA - a name 
which game designers should note:their 
work must be extremely cheap - or, if 
not, then you better don't ask them to 
print your game, at least not the ru- 
les booklets: they have obviously no 
idea what they are able to do with 
their machines — and what not. 
Murphy's Law (explained in the rules 
as strategic advise for the game) des, 
unfortunately, fully apply to their 
printing of the rules: "If anything 
can go wrong, it will." 

It's a minor (but easily avoidable) 
default that - probably due to the use 
of a bad typewriter and bad typing of 
the diginal - some parts of the text 
are bad“ireproduced; it's worse that 
the Unit Organizations Chart is very 
hard to decipher; but it is totally 
unacceptable - for me, at least - that 
gome lines in the Grenade Charts and 
the: Blast Effects Charts are not read= 
able at all (even if, maybe, you can 
guess what you should be able to real- 
ly read). (%) 


After a Definition of Terms (in which 
the Line of Sight is explained in a 
not very clear, but rather amateurish 
manner), the Counters get described 
(awful reproduction of the counters); 
then comes the US/German/Russian Or- 
ganization Table (showing - well, more 
or less showing - how to build up pla-~ 
toons, squads, companies), fdllowed by 
useful explications to these tables. 


Then, a cruel hit: a Glossary of ber- 
man Words and Abbreviations Used... 
It's a pity that they obviously could 
not afford to buy or borrow a German 
dictionary before they wrote this 
Glossary, the German words on the map- 
boards, etc... 

It's probably nice to have this Teuto- 
nic flavour added to the game - but 
then, why not use some mere care if 
you do something like this? If all the 
research was done in this manner... 


[Gendarmerie, Gemuse = 


The Kicker: H-Hour 


a rc Sm oo 


[$: Of course, you may write to them - 


like to all other companies, too. But 
~ like from most other campanies too - 
you probably won't get a fast reply,” 
if one at all... 

I understand well that all these peo- 
ple are overwhelmed with work —- but 
why then offer this possibility? Just 
and only because it sounds so nice? 


fi: Bad physical qualities of a game 
(even if, like in this case, only the 
rules booklet is concerned) might be 
acceptable - or at least understandab- 
le - if an amateur publisher is con- 
cerned. Balboa, in my opinion, is a 
professional or at least semi-profes- 
sional publisher. 
There also should be some reasonable 
relation between the price af a game 
and it's physical qualities. It's qui- 
te clear that a big publisher, like 
SPI, can ask for cheaper prices and 
still deliver higher quality than a 
very small company, and that therefo- 
re you can't compare SPIs/AHs prices 
and games with the ones of these smal- 
ler companies. 

But we can. compare it with the #8-10 
games of other small companies, like 
"Jerusalem" (SDC), "White Bear & Red 
Moon" (Chaosium), "“Imperialism™ (FiyB), 
and then we might wonder why Balboa 
asks for $12. I agree that the real 
value of the game (assuming it plays 
well) might be even much higher - but 
that is not what we normally pay for; 
and if we pay 212 for a game, then we 
should be allowed to ask for a per- 
fect quality of all game parts - at 
least (and~ good game as well, I suppo- 
se). 


*; Correction of German words used in 


"HeHour': 

IGewker 98 = Gewehr 98 (?), Karbine = 
Karabiner, Pistol = Pistole, Schmies-~ 
ser = Schmeisser, Panzer Schreck = 


Panzerschreck, Fuss Brucke = Fussgan- 
gerbriicke, Cafe = Café/Kaf‘eehaus, 
Fahrrad Laden = Fahrradladen, Burger- 
meister Haus = (Biirgermeisterei), 
Kondoterei = Konditorei, Tuch = Tuch- 
laden, Kase = Kdseladen (ev Milchla- 
den, 'Milchprodukte'), Mobel,= Mabel- 
laden, Mébelhandlung, Mébelgeschaft, 
Zietung = Zeitung, Blume = Blumen(la- 
den)(oldfashioned: Fleurist}), Koloni- 
ai Warren = Kolonialwaren, Kunst = 
Kunsthandlung, Mode = Moces (French), 
Bach Handlung = Buchhandlung, Post 
Amt = Post, Postamt, Feuer Amt = Feu- 
erwehr, Politzei = Polizei(posten), 
Gemlise(laden), 
better: Tankstelle, 


Benzine = Benzin, 
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The rules than explain the mapboards: iFleisch 


they are not, as stated here, really 
geomorphic: some mapboards don't fit 
to all other mapboards nor do they fit 
in all configurations; therefore I 
would call them semi-geomorphic. 

(That some 'water squares’ given on 
the map have to Se considered as 
'grass/open squares! is another proof 
for the quality of the printer - or 
for those persons who checked the 
proofs... « ) 

As mentioned before, the Game 
described in this part of the 
are only given as part of the rules 
booklet, not as extra charts, as it 
certainly would have been advisable 
and also appreciated by the players. 


Charts 
rules 


ee 


IHaus = Werenhaus, 
IWagen Garage 
ihalle... 


offizier, Obergefreiter, Schitze... 
a ——————— 


The Terrain Examples give a difference 
between "Hedge" (1 MP) and “Fence™(2MP) 
but unfortunately it is not very clear 
in what this difference consists. 
might be that the crosses around 
dings on mapboard 10 are fences, 
teas the crosses around the park 
mapboard 8 have to be considered 
hedges. 

No explication is given about the ri- 
ver/canal, nor about the railway line: 
maybe the river/canal is impassable, 
the railway line has to be considered 


place 


lintelligence r 


{Another good idea: 
play systems are given, each a little 


as open terrain? 

There are stairways also: the ones in 
the interior of buildings are leading 
to nowhere since nothing is provided 
to show the upper rooms, nor did I 
find anything absut MPs to be used or 
other effects of these stairways. 


Then, where the Rules really start, 
page 8, things get better, clearer, 
and these rules might well be the base 
for a goad and interesting game - some 
ideas are really interesting: 


at 


for side (and 
German, or Rus-= 
die-roll to de-. 


First the players roll 
can then be either US, 
sian), then there is a 
ceide who will have to choose an at-_ 
tack-scenario (and the other will get 


a defense-scenario); another die-roll 
decides (in Squad level games only) 
which of the 12 mapboards will be used 
(whereas in higher-levelled games you 
will use all mapboards together, I 
suppose). 

There are five Attack Options and five 
Defense Options: each player rolls (se 
cretly) a die to find out about the 
scenario he has to play; there he 
finds info about his aims, the unit 
size, the panic level (optional and 
badly explained), special weapons he 
can use, set-up, penalty/victory bonus 
for this scenario. Neither of the IMD J 
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= Fleischerei, Flei- 
Wascherie Wascherei, Resturant 
Restaurant, Arbiter Hauses Arbei-~ 
terwohnungen, better: Werkwohnungen, 
Maschine Werk = Maschinenfabrik, Waren 

Gast Haus Gasthaus, 

Garage, Autoeinstell- 
The tatles shouid read: 
Oberleutnant, Hauptfeldwebel, Unter- 


Metzgerel, 


scher, 


eae monn oneness 


ae se aa sors 


players knows what the other should 
do to win which probably makes for a 
challenging game. 


The defender then sets up first: all 
units are placed upside down - and, if 
granted by the scenario, he also may 
‘shadow’ units: a kind of dummy 
counters, representing "civilians, 
figments of the imagination, inflated 
-eports, or any other un- 
certainty in the mind of the unit lea- 
der". 

One unit for each player in a 2-play- 
er game represents the player: he is 
the leader of his soldiers - and if 

he is killed or captured, the other 
player has won the game. 


three sequence-of- 


more complex than the other. 


Movement rules are like in most games, 
but movement and fire is restricted 

by distance from leader units (kind 
of Command Control); 3J-units~-stack- 
ing; no ZOCs; combat is voluntary. 


Depending on the weapon you use, you 
can fire perhaps several burts per 
turn; you need a clear Line of Sight/ 
Fire; and, interesting this also, if 
you miss you roll the die again, sin- 
ce missing bullets could then hit an- 
other man in the same hex or somebody 
being within 10 squares behind the in- 
tended aim.. 

Some weapons are team/crew weapons 
and function normally only if the two 
people assigned to this weapon are 
still alive and adjacent to each oth- 
er. 


The special rules for Hand Grenades 


land Rocket Launchers are somewhat com- 


plicated and maybe not fully enough 
explained for people - like me ~— who 
have not served as infantry men in 

the army, and the Accuracy & Bounce 
Charts and Rules need (for the same 
reasons) several re-readings before 
you eventually, perhaps, have correct- 
ly understood how all. this works. 


Then come the already mentioned, par- 
tially bad/not readable Grenade Ch'ts, 
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AT RCT Charts, Blast Area 
(difficult to understand, 
Comito believes that "all 
- self explanatory" - which they probab- 
ly are for them and other infantrymen, 
but not for me who was a radioman in 
the Swiss army only...) 


Effects 
Since Bill 
charts are 


Rules are given for Fortified Positi- 
ons (also placed face down in initial 
set-up; forts only protect on three 
sides; counters must be revealed - 
turned face up - when an enemy unit 
moves within 10 squares of a friendly 
fort counter); 

special rules explain the use of the 
'shadows', the increased capabilities 
of Snipers, the Command Control, Hand-= 
to-hand combat, and prisoner capture. 


The Command Control Rule may be of so-~ 
me interest: one part is that a man 
must be within 5 MPs of a (higher-ran- 
king) leader unit in order to fire, 
move toward the enemy , or expose him- 
self to fire, 

and the other part is: a pinned unit 
may become unpinned only by having a 
higher ranking friendly unit move to 
within two squares - with a clear LOS 
between them to rally the pinned unit. 
A double pinned unit panics five squa- 
res away from fire and gets unpinned 
by a higher ranker who "must intercept 
and 'sit on them' for two turns"... 


The last page of the booklet is cover- 
ed with some more Charts: Small Arms 
CRT, Arty Blast Effects Charts (Shrap- 
nel and Concussion), and a Multi Ef- 
fects Chart. 


These rules seem to provide for an in-. 


teresting game, but, it certainly will 
be necessary that the players first 
make some better organized excerpts 
and copies of all charts, so that t*ey 
always have everything ready in hand 
and have not to search around in the 
booklet for charts and explications. 


ce) 


The counters are well made, physically, 
though the colours are somewhat sobre, 
unexciting, unattractive 


on on olive (?) and a yellowish brown 
for the Uo). 

Certainly attributing to the flavour 
and fun of the play is that each coun- 
ter not only shows the rank/title - 
inclusive the rank badge (sleeve or 


shoulder) - but alsa gives a family na- 
me to each unit, like Sgt Comito, M/Sgt} 
Wayne, Cpl Grant, or some names of Ger- 


man officers and generals who now only 


(black on whi- 
te and grey for the Germans, red on whi- 
te and pink for the hussians, darkgreen 
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i*:; Again, for £12 1 might expect that 


such things are provided by the publi- 
sher and that I get a ready~to-play, 
and comfortably play!, game. 

In general, I feel that players now 
definitely should force publishers of 
games to do more to enable a_ smooth 
playing of their games by providing 
aids, charts, rules summaries on an 
extra piece of cardboard (or on seve- 
ral if needed). 

A summary of the rules, for instance, 
should allow to figure out with one 
fast glance everything about special 
movemant=-costs, weapons capabilities, 
etc, i.e. all these numbers which 
change from game to game, which you 
need in each turn, and which never- 
theless you won't learn by heart, rea- 
sonably. 

Neither the players nor the 
should go an to accept such 
any further - whether if an 
or a professional publisher 
cerned. 

With more than 300 CoSim-games around 
we don't just need another game; the 
times where any new game was acceptab- 
le if only it got finally published 
are defintely gone: what we need are 
not more bad or even only mediocre 
games (whether as far as the play-va- 
lue is concerned, nor the physical 
quality, nor the simulation aspects): 
what we need are now only good (per- 
fect?) games: good physical quality, 
innovative rules, well explained and 
well playtested, interesting problems 
to be solved, well researched simula- 
tions (not just 'games'). 

Despite the mentioned lacks of quali- 
ties as far as the physical quality 
of the rules, some explications and 
the playing aids are concerned, "H- 
Hour", for instance, might be, seems 
to be an interesting game, and we 
might still be prepared therefore to 
overlook these obvious deficiencies. 


reviewers 
a neglect 
amateur 
is con- 


But players, reviewers, and zine-pu- 
blishers should unify now in protests 
against such and other laxities: WE 
buy these games, WE are the customers, 
WE - and not the game-publishers: - 
are the kings. 

We must start now finally to force 
game-publishers to invest more ef- 
forts, more care, more thoughts befo- 
re they publish a game, or we shall 
get more and more overflowed (and ac- 
tually ribbed-off) by trash. And this 
by more or less all companies. 


Whoever, amateur or professionel, who 
intends to make money (using OUR mo- 


ney) by publishing games, should get 
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OFW Halder, Oberleutnant Gehlen, more and more forced to fulfill our 
Schtitze Kluge, Oberschtitze Rudel, wishes and to strain for the ‘perfect’ 


Oberschiitze Kleist, Gefreiter Paulus, |game in all aspects: physical quality, 
Schiitze Guisan (actually the name of research, simulation, play-value, play- 
the Swiss WWII General) - including ability, well-written rules, etc. 

some rather strange ‘German! names... |And to the hell with those who are not 
prepared or, worse, not able to give 


Speci i i 
pecial counters are provided to show lus what we really want and need. 


explosive effects, weapons effects, (bees: : : 
bad Soecinicticcts Like anell. fateas pala pe arn it's 2 anes 
Blast Holes, Rubbles, and counters ah er nee eae ae ee ee 
showing whether @ unit is Downy Pin- [ELLY Reve £2, 8898. fo nee eee The 
Red; Lene Oe pav ys weUNe CE time for palliations and considerate- 
The 12 mapboards are not hex- but ness should be gone too. 

squaregridded (but it is possible to . ; : 

move diagonally, using one extra MP Pa Ae evel Li. 1 don em aces nen Ne 


for the first square); there are 12x16 depicted area iS historically/geogra~ 
squares per mapboard. phically accurate, since I, for one, 


: : am only really interested in the play- 
ao ene ORES ee eee value oe see games. What I Lil 
uropean buildings and streets’, a ee ; 
TEypical small town organization found that game publishers pretend things 


in Europe, with much of the architec- which just are not true, ESD if the 
Fe ea a ae aed plans Jett Guex Fear contrary wouldn't make any difference 


the Middle Ages" - says William Comi- ee ae ese af fe ae (RaVEVeT 
bos. it would diminuish its quality as si- 
mulation, of course). Worse examples 
for this attitude can be found in ga- 
mes, 'simulations', of other compa- 
nies: cf, as an example, my article 
on SPI's "Yeoman". If designers care 
for that their games are considered 


Well, to me it doesn't look very typi- 
cal; I miss the market place, I miss 
the really curvy roads, I miss the nar 
tow streets with one small house next 
to the other, I miss the backyards... 
. but sa what. (+) 


as Simulations of reality - well, a 
Well, after all - what kind of game kind of simulation of a kind of rea- 
is H-Hour now? Is it a good, is it a lity - then, I feel, the details toa 
bad game? I don't know, since I did are important and should be handled 


not play it yet - but I certainly shalllwith care: like the correct German 
try to play it, since it looks inter- jand French names (cf "Napoleon at Wa- 
esting and has some (for me) attracti- terloo"...), like the correct geogra- 


ve aspects. phical situation as well as the pure 
Somebody out there who will write a military aspects (weapons, size, or- 
review how this games plays? \ganization, fighting methods, etc). 


H~Hour is available from Balboa and Lou Zocchi for 212, from me for SFr/DM 31, 
V¥7.95, Skr 53, £12,50;.- CR also 2nd Mukw, rene page later on NE rule, buekted ete ' 


Bibliography: Up to now I saw it mentioned only without any special comment 
in “Wargamer's Information" 18/19,1 and in "Signal" 104,3; no reviews seen 
yet. 


YEOMAN (SPI) — A HISTORICAL AND REALISTIC SIMULATION? (wih) 


I always wondered how good - or (as I suspect) bad - the historical research 
work of game designers really would be, and I always had some doubts about 

it (knowing from my ewn experiences how time consuming and demanding real 
scientific historical research is), though actually, to me it doesn't really 
matter whether a game is historically accurate and/or ‘realistic’ - if only 
it is a good game. 

On the other side, there are not only players who first ask and look for 
‘realistic! and historically accurate simulations - there are companies who 
state that their games are such a kind of simulations. 

As shown in one of the very first issues of E, the map of "Napoleon at Water- 
loo" is full of mistakes, as mentioned before, SPI mostly publishes (like al- 
so other magazines with ‘historical’ articles) its articles without any kind 
of bibliography - facts, which certainly allow some doubts about the correct 
scientific approach (and maybe alsa capability} of these people. 


Now, I have seen "Yeoman", the remake of "Renaissance of Infantry", and one 
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of SPI's "Prestags". Three battles are included in which Swiss soldiers have 
been involved: Arbedo (1422), Héricourt (1474), and Novara (1513) = and of 
course I was especially interested in these battles - and it was relatively 
easy for me (being a Swiss myself and having studied and taught history ad- 
ditionally) to check the historical backgrounds. 

In this article I shall not speak about this game as a game ~ in my opinion 
it especially lacks all medieval flavour and I also didn't find simulations 
af most of those things which happened in medieval battles - I also shall 
not speak about the laborious game-mechanics which doesn't make the play ve- 
ry appealing, nor shall Iof the rather occasional selection of the battles 
(Héricourt, for instance, was - as a battle - a rather unimportant event). 
What I am trying to do is to check the connection between the real events 
and the datas and notes given in SPI's rules folder. 


First, a quotation of this rules folder: "During this Series we gradually 
realized that SPI had made a number of mistakes, both in the actual produc- 
tion and the game design conceptions. Insufficient quality of development 
and basics such as proofreading made these games suffer." But now, for the 
second edition of these games, "the scenarios have been checked for accuracy 
at least three times"... "Most 'Prestags' scenario were admittedly based on 
the total numbers engaged, and what we understand to be the organisation at 
that particular time." 

"These battles are presented as scenarios, in which are given a mix of units 
from the counter sheet and their historical posture at the outset of the 
battle"..."and each battle is fought in areas of the map which closely simu- 
late the actual historical terrain.” | 

"Each hex in 'Prestags' represents 50 meters from side to side. Each unit re- 
presents 100-125 men and/or horses. Each Game-Turn represents five minutes." 


ARBEDO has a game length of 20 Game Turns (= 100 minutes or 3h40) - the ac- 
tual battle took ca eight hours. 

The Swiss counter-mix consists of 14 infantry-type units (including ‘Profes- 
sional Pikemen' and ‘Professional Spearmen' - whatever ‘professional’ will 
mean, since most of these 'soldiers' actually were purest Wigs ta) oo es 
14x125 = 1750 men; in fact, 2500-3500 'Swiss' (actually, Switzerland wasn't 

- called so then) were involved in this battle, am additional 600 arrived in 
the very end of the battle , in an important, but not simulated moment. 

At least 400 of these warriors (probably more) were Crossbowmen (SPI: 2xl25= 
250s 

The Milanese army consisted of 16000-20000 men, a quarter of them cavalry 
(4-5000); SPI gives 20 units (20x125 = 2500 men), 12 of them should be caval- 
ry (1500 men). 

One of the most astonishing facts of this battle was that the Swiss were 
outnumbered by ca 1:54, or, as some sources tell even 1:8 - and nevertheless 
could stand for eight hours. SPI's relation is dlrs ee er as 


HERICOURT has a game length of 18 turns. (= 90 minutes er 1h30), actually the 
battle took the whole day. 

44 Swiss-counters represent 5500 men - actually there were Ca 18000 men; on- 
ly 8000 of them were Swiss, the rest allied forces - though, the Swiss were 
the most important part of this army as far as the outcome of the battle is 
concerned. Only infantry type counters are given, though important parts of 
this army actually were cavalry. Other than in Arbedo, the Swiss now had 
Long Pikes (being one of the lessons they have learfit in the Arbedo battle: 
that the short pikes were no good to fight against mounted cavalry) - but 
SPI doesn't represent this difference and this important change or armement. 
Also, field-artillery was used an xeality, *hut-netein the game. 

The Burgundians have 52 units (6500 men), 18 of them are cavalry (2250), 6 
of them Arquebushiers (750): in reality the Burgundian army consisted of 
8000 men cavalry (inclusive mounted bowmen) and 4000 men infantry. 

In the real battle the Swiss and allied forces outnumbered the Burgundians 
(18000:12000) - the game has 5500 Swiss against 6500 Burgundians... 


NOVARA with a game length of 15 turns (75 minutes = 1h15) simulates a battle 
which actually took 3-4 hours, ; 
24 Swiss counters (= 3000 men) represent the actual 9000+ men; only infantry 
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ca 2500 Heavy Cavalry (4 units = 500), 1000+ light cavalry (2 2a secd 
French infantry and 6000 {very feroc German) mercenaries (13 = 1625), and 
lots of French artillery including a lot of heavy artillery which was used 
the day before to siege the town of Novara and which was able to grade some 
dozen meters of its city-wall (2 light arty Unit tenes) 

Therefore, in the game 3000 Swiss fight against 2625 French, whereas in rea~ 
lity ca 9000 Swiss had to fight against a superior power of ca 15000 men, 
plus heavy artillery. 

One of the most astonishing facts of this battle was that this outnumbered 
army consisting mostly of infantry could vanquish an army which was entren- 
ched, had massive artillery support, some of the best leaders: actually, it 
was one of the greatest (and, by the way, up to now tast) wittary ef ‘the 
SWISS... 


If nothing else, these comparisons show that the unit counters don't repre- 
sent what they should - and that the game system obviously was not able to 
simulate battles were heavily outnumbered armies could win against armies 
which additionally were better equipped, led; and armed. 

And this also means that one of the most important facts of medieval battles 
did not get simulated. 


ARBEDO's set up: Milanes set up 2-500m SW of town N: they have ta control 
their set-up area (clear terrain) and this town in order to win; the Swiss 
army is set-up behind and/or in front of a river (south of the Milanese set- 
up) and has to prevent the Milanese Victory Conditions; the Swiss, being ca 
5-700 meters away from the victory-hexes, therefore have to attack the Mila- 
nese in order to win. The Milanese player moves first. 

The actual battle: the Swiss first intended to conquer the town Bellinzona, 
did not succeed, and decided then to wait until the rest of their troops 
(some thousand men) would arrive; they camped near the village Arbeda, a few 
kilometers from Bellinzona. Rather undisciplined, ca 600 men left the army 
in the morning of June 30, without any permission, for a sort of private 
pillage excursion; the remaining warriors did not care much about eventual 
dangers: they got totally surprised by the attack of the Milanese, organized 
in four waves, cavalry in front. Nevertheless, they succeeded to get some- 
what organized at least, and since their short pikes could not reach the 
knights on their horses, they killed the horses first and then the knights 
who had fallen to the earth: 400 horses got killed of the first wave, the 
enemy got somewhat disturbed - but Carmagnola dismounted his cavalry and 
when they attacked with their long pikes, other parts of his army attacked 
from the flanks against the Swiss square (though - what they didn't know at 
this time - SPl's square rules state that Square formations cannot be flank 
attacked). 

After nearly eight haurs of continuous fighting, the Swiss (having lost ca 
400 men) retreated to a hill which separated them from the river Mnesa, res- 
ting upright ("exhausted leaning on their halberds"), and asking for an ar- 
mistice: they were surrounded, their way of frxrther retreat was blocked; the 
enemy got ready to assault the hill - when the 600 men who tert the camp in 
the morning for their pillage ride appeared: ina last struggle up the men 
on the hill break through the enemy lines, join the other part of their ar- 
my, and finally retreat, bringing home all banners except one (which - not 
quite understandable ~ was one of the most Bees things then)... 

The "Historical Notes" state that the Swiss forced “into square, which made 
them excellent targets for the bowmen" ~ which doesn't seem to be true, sin- 
ce in this case the losses should have been much more important. Ca 400 ca- 
sualties (the ‘official’ lists name 368 men) doesn't compare well with the 
SPl-note that "by the time the Swiss withdrew, over 75% of them had fallen". 


Arbedo showed that an army of pike/halberd-armed infantry had problems 
against cavalry (and that's why the Swiss changed from short pikes to long 
ones after this battle), but also it showed the lack of discipline, organiza- 
tion, and problems of leadership in the troops formed by darferent countries' 
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united to the 'Swiss' Confederation and consisting of a lot of teo young and 
immature people. 


HERICOURT's set-up: the Burgundians set up at about at the same place as in 
"Arbedo", i.e. around J in the plain; the Swiss can set up - like in “"Arbe- 
do" also = behind and in front of the same river as above and/or on a hill 
(for a change?). The Swiss player sets up and moves first... The Burgundians 
must exit 12 units off the north map edge, Swiss must hold the hexes around 

E (river area) and F (hill). (The word 'Burgundian! in the next sentence of 
the VC should probably be replaced with 'Swiss'.) 

The actual battle was somewhat different: The Swiss (and their allies) besie- 
ged Héricourt (a little town of S500 intabitants - but very well fortified), 
when the Burgundian army approached. Three hours before they would have reach- 
ed Héricourt, the Burgundian Count of Blamont constructed his camp: a kind 

of moat surrounded the barricade of waggons, in which he wanted to retreat 
later and from where he wanted to defeat the Swiss and their allies. 

Then he advanced towards Héricourt; the Swiss had heard of this, and near 
Chenebier, ca 8km from Héricourt, the two armies meet. Dpening of the battle 
was by field artillery. A part of the Swiss army had troubles to approach to- 
wards the dense woods and arrived with some delay. Before all had arrived, 
the younger part of the Swiss army couldn't hold back anymore: over the fro- 
zen river they assaulted the enemy cavalry, and then only the main part of 
the Swiss army (including crossbowmen) arrived: the Burgundian cavalry, how- 
ever, deeply shocked by the ferocity of the Swiss, began to run away, the 
cavalry ahead, the infantry left behind and put in pieces... the planed 
strategical retreat to the fortified camp failed, ca 3000 Burgundians got 
killed and ca 100 got caught alive, an unusual and later heavily critizised 
matter: it wasn't a custom of the Swiss warriors to make prisoners... 

SPI's "Historical Notes" give a wrong idea about the reasons why the Burgun- 
dian Wars began: there was, at that time, no "internal division" of the Swiss, 
nor did Charles expand towards them, nor did they burry their differences 
and.turned Charles campaign into one of the greatest disaster of history: 

but it would be too complicated to explain all the very different reasons 
leading to this war (to tell, for instance, of the intrigues of Louis XI, of 
Sigismund of Austria, of Kaiser Friedrich III, of the political ideas ~- and 
stabs - of the country Bern....), but, as a matter of fact, it were the Swiss 
wha actually started the war, and Charles the Bold actuslly wasn't interes- 
ted at all to fight - in that moment at least - against the Swiss: he had 
much more interesting aims in 1474... 

It's not true either that "as a result, the Swiss were able to Capture a 
great deal of Burgundian territory": in reality, they just went home to hiber- 
nate at the warm oven... 


“NOVARA, finally, gives again the river-wood area around E as set-up for the 
Swiss army... The French, with 6 Trenches units, are in and around town N; 
the French set-up amd move first. 

The Swiss must control hex "N" and bridge hex southwest (I would say: north- 
past) of N; the French must control town N only in order to win. ((With two 
wrong victory conditions for three games ~- how was this with proofreading 

and checking as mentioned in the quoted SPI notes??)) 

The actual battle was, may I say: of course, somewhat different: the French 
besieged Novara, bombarding it heavily with their artillery. The town wall 
was planed for some dozen meters, but instead of trying to rebuild it (as 
the population of Novara wanted ta do it), the Swiss laughed, opened the ga 
tes of the town, inviting the French to approach; to ridiculize them even 
more, they put sheets of white linnen on the places where the wall was des- 
troyed... (On the other side, the German mercenaries af the French called 
the Swiss 'cowboys' and imitated cows by calling muh=moo... both parts had 

a lot of fun, obviously...). At the same time, by the way, three other ar- 
mies approached Novara: 5000 mercenaries (who never arrived) for the French 
side, 8000 Swiss (of which only a little bit more than the half arrived in 
time - the rest got delayed too much by innundations). 

Louis de La Trémouille however, feering to get attacked from two sides, pre- 
ferred to stop the siege of Novara, retreated some kilometers and pitched his 
camp in an easily to defend area: a river, bushes and a lot of little canals 


{ 


a 
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protected it - and furthermore he had all his artillery with him. 

The night before the battle the Swiss in Novara spent mainly with drinking and 
singing, enjoying the French dogs which preferred to be with them instead of 
camping with their masters, and drinking again, and again... Then, the 4-5000 
Swiss reinforcements who did not get stopped by the inundations, arrived (af- 
ter some days of force-marches through the mountains...) 
In the early morning then, the Swiss approached the French camp, trying to 
surprise them - but since some (at least) couldn't held back and attacked 

too early (drunk as they were, I suppose), the French had time to set up... 
(By the way - immediately before, and also after the battle, the Swiss kneel- 
ed down and prayed.) | ; 

The French set-up as well as the Swiss tactics and tricks are described by 
several participants of the battle - it would have been possible to simulate 
the real battle at least in giving the appropriate terrain and set-ups, the- 
refore... 

In short, the battle was awful, 1500 Swiss got killed, as many wounded; the 
French lost 6-8000 men, all artillery and a lot of other goods. Since the 
Swiss had nearly no horses, they could not persecute the running French, and 
also they had to bring the heavy artillery pieces back by hand...) 

Again, the “Historical Notes” are not correct either: it was not increasing 
aggressiveness of the French in Italy which led te “he Swiss joining of the 
Holy League: it was the thirst for revenge, it was the frustration of having 
not got promised money for mercenaries, and it mainly was the influence of 
the later Cardinal Schiner. Also, in the beginning, the French cavalry did 
not refuse to charge, and the artillery and the cavalry were certainly res-_ 
ponsible for an im gztant part of the heavy Swiss casualties: only when the 
German mercenaries, Nearly decimated and when the Swiss started to use the 

up to then captured artillery against the French, the cavalry left the field. 
(And, as usual, the Swiss then waited for three hours on the battlefield, 
whether the enemy would dare to come back... he didn't.) 


SUMMARY: Therefore. at least the three battles mentioned above are neither 


historically correct nor ‘realistic’ simulations of what actually happened. 
Neither the counter-mix, nor the sizes of the armies, nor the battlefields, 
nor the special strategies and tactics used in these battles, nor the cor- 
rect time-schedules, nor the victory conditions are simulated. And even the 
historical’ notes do not show much knowledge of European/Swiss/medieval 
history... 

Actually, we didn't get a simulation, we only got a game ~- with some counters 
and scenarios, in which the counters instead of modern designations and weap- 
ons show medieval weapons and names, and in which the scenarios got named, 
rather occasionally, by some of the medieval battles. 

Such a game ~ if sold as a simulation - is an offense; and the Introduction 
Notes to the Prestags set doesn't show much inclination to say the sad truth 
that the game is no real simulation, but only a (in many aspects bad) game. 
And some of the sentences in the Designer's Notes to "Yeoman" (quoted above) 
are, after all, just ridiculous. 

(It's, by the way, interesting to compare some sentences: In "Yeoman", 12.1: 
"The scenarios have been checked for accuracy at least three times"; in 12.2: 
"Thus, most battles are comparatively well documented" ..."a rarity in earli- 
er periods". And: In "maves'' 25,4 on the "Prestags" in a self-critical note: 
"Most of our efforts went into the standard rules and we had very little ti- 
me left to deal with the (...) scenarios"... well...) 

One question remains - does it really? - how well researched, how historical- 
ly accurate, how 'realistic', how true are other simulations of this company, 
and of other companies as well? 
Do game designers and publishers really know what historical research means, 
are they educated, trained for it, do they have time, inclination and enough 
persistence to do it as it should be done ~ and, finally, are they prepared 
and able to finally really simulate the research results, to study hard and 
long enough to find a way to transfer these results into a game so that it 
gets more than a game: a historical simulation? 1 doubt it. 
((Bibliography: I used the Swiss Histories of G& Guggenbuhl; #H Nabholz/L v Mu- | 
ralt/R Feller/E Bonjour; P Diirrenmatt; S Widmer - and checked with other works. 


E 15/16/13 soy. Hoe one 


— -_ — om ~ er 
-~ — —_— - —_— owe eo ar os 


H~HOUR: REVISED RULES BOOKLET AND UPPER LEVELS CARDS (wih) 


After having typed the five pages above on "H-Hour", in which I made several 
negative remarks on its rules booklet, I got a new, much improved version of 
this rules booklet as well as eight cards depicting the upper levels of the 
buildings shown on the mapboards. The first copies of "H-Hour" which I got 
some time ago, obviously were not yet the finished product. 

I appreciate very much that Balboa did this additional effort to improve the 
game components (and by some additional rules writing the game also). I shall 
therefore correct my first description now. 

However, I don't rewrite the five already typed pages: though some criticism 
are not valuable anymore, they still show how I would like a critical descrip- 
tion/review to be written; and the general remarks are still valuable also, 

as well as several parts of the description I gave before: i.e. everything 
which I don't correct below. 

I am sorry that all this happened like this, but I hope that nobody will 

mind and that - after all - you will get a correct impression of "H-Hour" any- 
way. 


The eight (21x28cm) cards with the Upper Levels are printed on thin card 
board and can be mounted on heavier card board if desired. After cutting the 
single upper levels out, you can construct supports of tooth picks or balsa: 
glued, as needed, to the bottom of each level and put on the mapboards you 
will actually get a three-dimensional terrain for your game: Good idea. 


The new version of the rules booklet has now 32 pages (instead of the 16 I 
got before); still not included (well - up to now) are separated charts CREE, 
CRTs etc), so that you still have to check for these charts in the rules 
booklet itself. 

The printing quality of the rules booklet has much improved (besides some 
additional typos/orthographical errors and other minor defaults); still, hew- 
ever, some lines on the Arty Blast Effects Chart are not readable: since they 
are readable in the first version of the rules, I shall give you the correct 
reading somewhere below. But, take all in all, the rules booklet looks now 
much better. 


The Organization Table got better organized now, the graphics are good and 
readable. They missed, however, in the new version of the rules to title the 
columns, so that some people might have problems to figure out which columns 
depict the Squads, which the Platoons, which the Companies: more exact check- 
ing will show them that the first sign in each column (and the abbreviation 
beneath it) salves this problem. 

The Glossary of German Words is still the same... Corrections are given in 
my first description (cf above). 

The Terrain Examples didn't get completed, the difference between a "hedge! 
and a 'fencet is even more unclear than it was before, and nothing is said 
on the effects of rivers. 

The Grenade Charts and the Blast Effects Charts are well readable now; the 
Blast Area Effects are still somewhat difficult to understand: some more de- 
tailled explications would have been desireable. 


Totally new are Advanced Game Rules: 


a 


Rules and graphics for the use of the Upper Levels (incl Spatting Range, LOS) 
are given; then: Mortar Rules (Pre-planned On-Call Fire and Fire Mission, 
Azimuth Procedure). Rules for the Platoon Level Game (with special Platoon 
Level Attack Options and Defense Uptions - 10 of each kind) are given as 
well as several Optional Rules: Company Level Game, Heavy Mortar and Arty, 
more detailled Cover & Concealment Charts (target/firing unit prone/kneeling/ 
crouching/sitting/standing or crawling/crouch run/walking/running, etc), a 
Specific Wound Table, and the missed Vehicle Rules (incl Vehicle Damage/Hit 
Table), Rester Rules, some Scenaria Ideas, and "for fun" rules to use the 

Wy 


John Wayne counter "to simulate a superior brand of Hollywood soldier”: 


The unreadable parts of the Arty Blast Effects Chart should read: Shrapnel: 
2: DPPSSWKKKKWDP, 4: MDDPPSKKWWPPD, 6: MMMDDPKKWPUDD, 8: MMMMMDKWPDDDD, and 
LO:MMMMMMWPDDDDM; Concussion: 10: MMUSPDM. 
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THE RIDDLE OF "DREADNDUGHT" (by Enrico Manfredi, Italy) 


The SPI game "Dreadnought" comes, as it is usual, as a "simulation of naval 
warfare in the battleship era" and its rather wide acceptance shows that the- 
re are a lot of naval buffs who had bought this game, hoping to find some- 
thing like the ‘ideal’ naval wargame they are always longing for. 


Reading the rules, it appears that some steps towards simplicity have been 
taken, with some success. Extended and Campaign game rules are clearly devi- 
sed; simultaneous movement works quite well and adds something to the thril- 
ling of the game, although it is my opinion that it would have been more re~ 
alistic with shorter time intervals (5 minutes instead of 15 minutes). 

The most puzzling rule is 5.72; "Ships do not mask other ships from fire". 
This rule is obviously due to the game scale: one hex represents one nauti- 
Cal mile and a battleship is about 250 meters long. However, this rule makes 
it completely unnecessary to keep one’s battleships in line-of-battle, and 
to abtain clear arcs of fire which was the true obsession of the Admirals of 
that age. On the contrary, in "Dreadnought" the players are stimulated to 
Sail in line of battle, solely for the purpose to write simpler plots of 
their movements. . 

For the above mentioned reasons I would have preferred a game scale of 600 
meters for one hex which was, more or less, the ‘common distance between 
ships sailing in column. As most scenarios call for a small number of ships, 
the reduction of the scale would not have requested a much larger map, al- 
though I am conceding that this scale change would have had adverse effects 
on game duration and on that sort of ‘exercise in die rolling’ that is fi- 
ring and combat. 


When one goes to consider the units strenghts, then it becomes clear that 
"historic simulation” is not a proper term to define this game. The puzzling 
points are almost as many as the counters. 

Lets consider just a few examples: the. (Queen Elizabeth" class of battleships 
went into major refit works twice in ers long life; the first refit was aimed 
to give the ships a catapult launched spotting floatplane, to increase under- 
water protection and to put some anti aircraft guns. As a result the ships 
speed dropped about 14 knot below the Great War speed. Later a much more ra- 
dical refit was undertaken on Warspite, Valiant and Queen Elizabeth alone. 
New engines and new boilers were fitted, the gunnery control was completely 
revised, along the lines of the newly designed "King George V" class, the 
main guns were given more elevation, and therefore greater range. A similar 
conversion was undertaken on Renown and projected for Hood, Malaya, Barham 
and perhaps Repulse. After this conversion the ships were, in effect, a 

class of their own, having a superior speed compared with their former class 
sisters (at Punta Stila, or battle of Calabria, the unrefitted Malaya drop- 
ped astern of Warspite which then went alone) and their gunnery, either big 
guns and A.A., was considerably superior in range and accuracy. After Punta 
Stilo, Admiral Cunningham asked for another refitted battleship (he was gi- 
ven the Valiant) arguing thet he was needing a ship able to fire at long ran- 
ge. 

Now look at the counters: the Attack Strengths and ranges of all the ships 
remain unchanged through the years, while in the meantime the speed of them 
all actually increased. Moreover, the Hood's Attack: Strength is greater, 
although she had exactly the same guns as Queen Elizabeth, and the ‘new! 
Vanguard has an even greater Attack Strength while mounting the ald guns of 
the carrier-converted (and by then actually sunk) Courageous and Glorious. 


Second Example. It is widely known that the Japanese battleships of the Kon- 
go class were of British design, being almost identical of the Vickers built 
Tigers However the '1916' Attack Strength of Tiger is barely 18, while the 
contemporary Kongo is worth 27; the Defense Strength however does not show 
the same difference. On which accounts did the game designer assume that the 
Japanes gunnery was so markedly superior than the British one? 


Third (and last) example: the Vittorio Veneto battleships carried nine 15" 
guns, firing one ton shedl at about the same range. fe UN : 
The Alaka ‘large cruisers' of the US Navy carried nine 12 inchers, firing 
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a half ton shell at about the same range. 

However, the Attack Strength of both classes is exactly the same (30°points): 
~even conceding much to the superior rate of fire, gunnery control, radar, and 
so-on, remains the plain fect that a 15" shell passes through an armour pro- 
tection much greater than 12" shell do. 


When I received "Dreadnought" I tried to guess the reasoning behind the va- 
pious attack and defense strength factors, with the aim to add new counters 
cof. the ships which had been planned in the Twenties and at the end of WwIl 
-but which never had been built. © =< . 

Regarding the Attack Strenghts I have come to the conclusion that this factor 
is roughly equal to the weight of the shells fired every minute, in tons, 
multiplied for a Constant Factor comprised between 1,8 and 3 (mean value 2 cael 
the bigger value being assumed for the German Navy, the lower for some of 

the British ships. 

There are however a lot of exceptions (the Alaska and Scharnhorst classes 
being the most notable ones). The designer has supposedly assumed at face 
value the rate of fire data from Breyer's "“Bettleship and Battlecruiser" 
book, although they are quite biased and sometimes different from other da- 
tas (1913 Conte di Cavour, leunched at La Spezia, is rated at l round/minu- 
te, while Trieste, built #y Viribus Unitis, 1913, is rated at 2 rounds/mi- 
-nute/gun) « 

The Defense Strength design criteria is still an unanswered question, at 
least to me. I hope that some expert of Cliff Sayre's calibre wiil be able 

to Clear this‘ point. 


A final puzzling point regards the Torpedoes. Why See the designer disre- 
gard the deadly 'Long Lance’ Japanese torpedo, which has been the decisive 
factor of so.many Pacific naval encounters is a minor mistery of this game. 
The rules simply affirm that 1941-1945 torpedoes have a five hex fange, Le- 
velling the 18 inch air driven US torpedo to the 21 inch oxigen driven Japa~ 
nese ‘Long Lence!, which had a range at top speéd and a combat payload al- 
most twice as large. 


A conclusive remark: "Dreadnought" is just another game,which the naval 
buffs have little reason to cheer. Playing it may be even interesting and 
amusing, but it is not a reliable simulation of the sea war in the period 
involved. It is typical that the Jutland Scenario starts with the opposing 
main fleets meeting, as the dramatic Battle Cruiser phase outcome is almost 
impossible to be obtained under the present rules. 


((E-Reviews on this game: cf E 10/11; a self-critical note by the game's de- 
veloper, Irad B Hardy, can be found in "moves" 25,6)) 


THE FRUSTRATING STORY OF "GLOBAL WAR" (by Martin Campion, USA) 


Let's take the frustrating story of "Global War". It is a flawed game, on se~- 
veral levels: Like Tom Olesan (cf E 6-8,72 and also £ 9,21.36-and & 10/711;49) 
I was disappointed when I played it. Unlike him, I had expected to be disap- 
pointed, because I had seen and played the playtest version. However, after 

I gaw it and moaned appropriately, | ordered two more copies = which is.aiso 
a part of the story which I will now proceed to tell in as much detail as I 
can recall. 


It begins with "WWII", a game I had nothing to do with but which I had look- 
ed forward to for a long time. I too was also disappointed in that game. The 
problem with "WWII" was mainly that it allowed some important unhistorical 
things (like giving Germany enough strength in turn 1 to attack Poland and 
France at the same time, and allowing France to be overrun an time for a 
Fall or Winter 1940 offensive in Russia) and because it failed to allow for 
some important things, like the lightening conquest of Norway. Also because 
it did not allow the Western Allies to vary their production in response to 
events. Also because it failed to give people reasons for acting like the 
historical countries did. Also because the rules were generally clumsy and 
full of holes. : 
In spite of which, I did get into some good games of "WWII", and IL thought 
of revising it along the lines that I would like better. But, I lacked the 

time and sufficient incentive. A friend of mine, Rick Rydzel, did do a revi-~ 
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sion of sorts. He was particularly unhappy at the scale of the game. So he 
used “Barbarossa", and drew an ‘extension’ of the "Barbarossa" map to include 
the rest of Europe and North Africa on the same scale. (Remember that when 
SPI originally mentioned the idea of WWII it was to be on the Barbarossa sca- 
le.) Then he used a mix of "Barbarossa" and "WWII" rules and revised orders 
of battles to the "Barbarossa" scale, and came up with a pretty good result, 
although he is not completely happy with it. He had time and incentive ta do 
all this because he was doing it as a class project, for my course, "“Histori- 
cal Games and Simulations". 

((On "WWII" ane: cf £3,463 £ 4/5;65.69; — 6=8549554.55)) 


Then, Jim Dunnigan asked me to do the "Global War" article which would be pu- 
blished at the same time as the game was announced. I would also then get in- 
volved in playtesting "WWIII" and "Global War". Naturally, when I finished 
the article, I was full of ideas about how the game "Global War" should be 
done, and I was especially hoping to use my playtesting position to try to 
head off the kind of thing that I didn't like about "WWII" and (by this time) 
"WWIII". So I plunged into playing the prototype "Global War"... 

One curious sidelight which I might get back to leter: A game in playtest 
state is not a very attractive sight, which may or may not have anything to 
do with the fact that I couldn't generate much interest in it among the KSCP 
Historical Games Club regulars. So I pretty much worked alone on it. (In 
Pittsburg, Kansas, that is. 1 don't want to imply that there were not other 
playtesters. I am sure that there were but I don't know who or how many.) I 
corresponded with Kip Allen, the game developer, not with Jim Dunnigan, the 
game designer. 


After a length of time that J am no longer certain of, no doubt too long a 
time from Kip Allen's point of view, I had played enough of the game to wri- 
te a long letter detailing my objections to it so far. I had not had to play 
very far into the game to pile up a lot of objections. Anyway, I had discove- 
red enough problems with the game that didn't think it was worth my time to 
do any more playtesting until I had received an answer to my letter and un- 
til the game had started to changé in response to my criticism and that of 
the other testers. 

After another length of time, too long from my point of view, since I could 
not do much with the game in a state of uncertainty, I received an answer. 

IT got back a duplicated copy of my letter with some marks on it, and a long 
letter from Kip, discussing each of my comments (almost). Most of them he 
agreed with and he had taken steps to change the rules. He gave me an argu- 
ment on others, some unimportant, others not. 
Many of my comments were about naval movement and combat, which was nearly 
identical to the "WWIII" system, but these comments were made obsolete by 

the introduction at this point of a new naval system - the one that the game 
appeared with. 

Examples of some of the most important things: There was no treatment af com- 
bat by amphibious assault. I objected. A new paragraph was added. I thought 
that the rule about the activation of ZOCs when neutrality was violated was 
too vague and I suggested a rules clarification which appeared as rule 6.52. 
I thought that MSs should be subject to transit attack when moving into an 
entirely new area. This idea was rejected. I mainteined that Germany ought 
not to have control of Rumania and the other Balkan countries until after 

the fall of France. Kip answered that he thought I might be right but that 

no change would be made for the time being (and no change was ever made). I 
made a Suggestion that production centers should not be allowed to function 
as a unit unless they could be connected by e supply path. Kip agreed, but 
the statement did not appear in the finished rules... 

T noted the lack of any rules covering the possible participation of Fintand, 
and I took the occasion to slap at the "WWII" rules on Finland which allowed 
the Germans to do anything they wanted with the historically abstreperous 
Finns. Kip replied that a Finland section had been written which answered 

my objections (and he was right). I argued that the Japanese should not have 
quite so big a supply problem in the Pacific as they had in the game. He ar- 
gued against my proposal, but ironically the fortification rule as it final- 
ly appeared does more for the Japanese supply problem than I proposed. I was 
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bothered by the inability of the Germans to invade Norway, except through 
Finland. He responded with the suggestion thet the Germans should build an 
amphibious unit (which would have the result of putting off the invasion un- 
til the end of 1940 at leastj.the final game gave the Germans 1 amph as part 
of their original order of battle, so they might be able to do something 
with that against Norway; but through Finland is still best). I thought that 
the amph unit had too great a range with a_25 hex mavement. It was changed 
at my suggestion to 13, a figure I arrived By counting the hexes from New 
York to Western North Africa, which was about the longest amphibious hop 
that actually occured in WWII. 


The last important part of my letter was a discussion of the first few turns. 
OQviginally, the French had no restrictions (in the rules given me} an set- 
ting up, so, naturally, they all set up.on the forts on the borders This ma- 
de them almost unconquerable even though the Germans were able ta launch a 
two-front attack on. the first turn. I objected that the Germans were able 
to launch a two-front attack and that they were unable to take care of the 
French faster. So I made a few suggestions. I got an answer which led me to 
believe that in New York the French were already limited in setting up. 

Kip argued that the Germans had to be strong enough to Launch a two-front 
attack because if they didn't, the French would be able to hold out almost 
forever. This was true, but it was also an example of using one bad rule as” 
a justification for another. I had also suggested that the Germans be given 
some help in Russia, since the impact of the other changes I suggested would 
delay the German invasion (if they wanted to strike strongly) into 1941. I 
had also argued against the naval rules which had been completely changed. 
But one of my arguments was that the rules gave the fleets too much leeway. 


More time passed (like above). I got into the new naval rules, and was alarm- 
ed at the overwhelming freedom of the Japanes and American navies, and at 

the still great abilities of the other navies. After awhile, I again got in- 
to a position that I had accumulated so many difficulties that I could not 

go any further. There were still areas of the rules that I had not gotten at 
all - amphibious attacks, long-range bombing, others. So I wrote another 
Lone eters 

Meanwhile I had been hearing from Kip other times in the form of duplicated 
letters to me and some others engaged in the project. I do not have a copy 

of my second letter. As I recall it, I argued against the naval rules, the 
fortress rule, and against the whole European set up. Also I had objected 

to the Axis High Water Mark set up. By this time, I was beginning to supsect 
that time was running out, although I had not been furnished with a schedule. 


Apparently I was right, because I never got an answer to my second long let~- 
ter. Instead, I heard from Jim Dunnigan, during a conversation on another 
matter, that the game was finished. When I received the published game, I 
could not find any evidence that my second letter had had any influence on 
the game. 


There are several lessons in this story. The game was being developed by Kip 
Allen in NY who was trying to coordinate the efforts of the NY Friday-nigh- 
ters, the SPI staff, and me and others like me in the rest of the country. 
He had, I estimate, two months to finish the job. I don't know about the 
others engaged in the project. I know that I felt uncom fortebly that I was 
nat giving enough time to the project, although I was giving too much time 
from the point of view of my other commitments. If I had worked faster, may- 
be 1 could have written my second letter soon enough to have some effect. 
There is another problem,too, however. There was also a difference of oppi-~ 
nion about how to develop a game. My interest was in what I saw as histori- 
cal accuracy. 1 wanted a game in which things MIGHT reasonably heppen as 
they happened in history, if players made decisions that were analogous to 
the decisions made by the historical actors for analogous reasons. This is 

a big order for a game the size of "Global War". Uf course, someone finally 
has to make a decision about what is in the subleases game (and people who 
are unhappy with it can make variants), but if possibilities that did not 
occur to the original designer are to be cansidered at all, there has to be 
some time for discussion. ((Cf E 9,37 for Martin's further comments which 
got published there.)) 
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SALAMANCA (Maplay) (by Bob Latter, UK) 


An Impression of the British produced wargame of the Peninsular War battle, 
1812. 

Contents: An attractively boxed game with a 26x43 hex (PzBl sized hexes) map, 
a rules book, order of battle etc, leaflet, dice and unit counters. The map 
is clearly marked with coordinates from A-Z and 1-43. Terrain includes woods, 
bridges, fords, streams, plains, rivers, roads, slopes and towns. Four co-~ 
lours map reminiscant slightly of "Strategy I", with time record on map. 


ee 


Rules booklet of 14 pages seems pretty clear with some examples end an index. 
Game turn is two player turns comprising each movement, cavalry retreat be-~- 
fore combat, combat ~ basically. CRT is ‘odds' with die adjustments accor- 
ding to terrain and artillery bombardment at two hexes, but this no simple 
surround-and-destroy ZOC game. Losses are taken in strength points from 1-5 
for attacker and/or defender and a mandatory retreat if more than two points 
difference in losses. 

Each unit is made up two counters: identity/type and strength. The strength 
counter is simply number that reduces by combat. 

The seteup takes a fair time and can be a little tedious, although the hant 
given helps. 

Victory is dependent on the French moving units off the board compared to 
the Allies inflicting losses. The French appear at first sight to have excel- 
lent chances but the Allies can win well, if they choose their moment well. 
One odd feature (to me) is that Portuguese units double their defence when 
stacked with British. This means that a Portuguese force of 7 CFs stacked 
with ene British factor defends at 15 CFs, while the maximum possible defen- 
te stack of all British or French units in a stack is 8. 

Without much play experience, I would say that the game components ere at 
least SPI standard, probably better. The rules are pretty clear, the game 
fast moving (once set-up) and clean, and the step-reduction (not unlike “De- 
sert Fox") is better than the 'surround-and-destroy ZOCs' of "Napoleon at 
War" etc. Definitely worth considering if you are a Napoleonic era fan. 


On the other hand, unfortunately, I cannot recommend the game as highly as I 
would like to. A British game on the sadly neglected Peninsular war is a 
step forward for European wargaming, but although the research is impressive, 
the game is a little unwieldy in play, not for the usual reason of poor run 
les, but more for the problem of counting through large piles of unit coun- 
ters close together to compute. combat factors. 

Worse, I wonder if one would learn much about the battle of Salamanca or 
even Napoleonic warfare from the game. 

On the other hand, it is well made, evenly balanced, ideal for PBM or solo, 
and has many excellent features. 

I think that Maplay will be a name to watch! 


({Available from Omar DeWitt, 547 Riverside Dr, Elizabeth, NJ 07208, USA; 
price unknown; end, ¥5.25, from 20 Kent Close, Orpington, Kent, UK.- I have 
not seen the game.)) 


AVALANCHE (GDW) (by Tom Oleson, USA) 


((wih. This is a letter written to Frank Chadwick, the game's designer:)) 


I played your new game "Avalanche" this weekend, and thought that I would 
cast my review! of it far "Europa" in the form of a letter to you ,; which 
seemed all the more appropriate because I disliked the game! 

On the positive side, the map is among the most beautiful and accurate which 
tT have seen. The counters also are handsome, although mine did not part easi~ 
ly, and some were marred. ((wlh: Mine came out okay.))In the past I had al- 
ways found your counters excellent, but recently a friend sent me examples 

of faulty counters he had gotten in recent games of yours. Mine were not bad, 
but not up to my previous experience. 

I found the rules of the game to be fairly well done,although neither per- 
fect nor comprehensive. The effect of terrain on movement is novel and com- 
plex, and I feel that a diagram or two would have helped. I did not find a 
rule covering off-board movement, e.g., primarily switching of German forces 
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from one side of the map to the other should connecting on-map roads be block- 
ed. Speaking of roads, I thought that the treatment of the movement cost of 
primary roads was innovative and good. 

I made the mistake of separating my unit counters before reading the rules, 
and then had to fumble around to figure out what units made up a given batta- 
lion, etc. Reminded me of the 1969 version of "Anzio", I also could not find 
all the units listed. on the German OOB, and it seemed to me that one of the 
British beaches on the initial entry was over-stacked. I don't bother ta go 
back te the rules to give you chapter and verse on these points, about which 
I might be mistaken, because it seems to me there are other, more serious 
flaws. 

~The dividing line between enjoyment and annoyance as one travels along the 
road of further complexity, or 'dirt', in wargaming rules, obviously is sub- 
jective. I] found the complexity in "Torgau" amply repaid in terms of gaming 
enjoyment, and altho I have not played "Narvik", I gather that the concensus 
is the same. Meny of the little complexities in "Avalanche" just annoyed my- 
self and my opponent. For us, they added little. [I would be fascinated if 
some day you had the time to write an article explaining your thinking in 
including many of the complexities in your games. I reiterate that this is a 
personal question. 

My opponent and I could not see how the Germans could do arse in this game, 
surely with the murderous naval gunfire, how they could recreate history; as 
you know, the Allies nearly got pushed back into the sea. Perhaps further 
play would reveal to us the correct German strategy. 

To get to what I think is the chief, and fatal, flaw in the game, it is the 
victory conditions. I have talked with several people who heve played the ga- 
me, and I don't know of anyone who thinks that among fairly equal players the 
Germans can win a ‘decisive victory'.by at the end of 27 turns seeing to-it 
that "there are no Allied beachheads or harbors in Allied hands and there are 
fewer than twenty Allied companies on the map", so failing that, there are 
four other victory conditions, ranging from German major end marginal victo- 
ries, to the same for the Allies, and depending on quite a narrow kill-ratio 
of enemy units. 

Therefore, if one accepts that cs is improbable that the Germans will win a 
decisive victory (and to try for it they have to move right down to the bea- 
ches into the barrels af those big Allied naval guns!), then the whole point 
of the exercise is to kill more enemy units than you lose, according to the 
table in the rules. I find this to have two enormous drawbacks: 

1) As you know, the German objective was to repel, or confine end constrict 
the Allies! invasion, and also, surely, to hold the northern approaches lea- 
ding to Naples and Rome. This means nothing in the game. If I were German 
player, I would slowly withdraw to the high terrain in the East/Center sec-~ 
tion of the map. I wouldn't bother about holding the northern flank; let the 
Allies take the road to Naples. I wouldn't bother about holding the southern 
flank; let the Allies link up with the units advancing from the South. I 
would just pull back away from the range of the navel guns, and let the Al- 
lies attack UP against me. Nor does this affect reinforcements, since German 
reinforcements may "appear at the closest road on either side of the schedul- 
ed road". 

Of course, the Allied player won't bother about breaking out of the beach- 
head South or North, either, because it doesn't help to win the game. 

2) The game is 27 turns long, and every turn there can be a fair number of 
casualties in comparison with the number sufficient to influence victory con- 
ditions. Suppose that I am playing the game as Allies, and by turn 7 I have 
killed enough Germans to assure me of a victory; why should I continue to at- 
tack? Why not go over to the defensive? Indeed, why not go back and huddle 

on the beaches under the range of the naval artillery, which has range supe- 
rior to the German artillery? I can envision at several points during the 
game each player shifting from aggression to caution, completely without re- 
ference to the considerations that historically shaped the course of the 
battle, but just because the 'kill-ratio' has swung around in his favor. 


My opponent and 1 decided to. change this by assigning victory points for ge- 
ographical objectives, as well as for casualty ratio, so that victory would 
be decided by a combination of losses and terrain won/lost, but by that ti- 
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me we had become so bored with the game that we just put it away! 

These victory conditions remind me of "France 40", where the smart thing for 
the Allies to do is gradually abandon as much of northern France as they get 
away with, so long as they don't lose Paris. Holding northern France means no-~ 
thing except to delay. 


Much of what I have said might be refuted with greater experience with the ga- 
me, but it does seem ta me, at least, very clear that the victory conditions 
are unrealistic in the extreme. Over to you! 


AVALANCHES: NOTES 


Unfortunately, this letter, written in the end of September, didn't get re- 
plied up to now ~ neither Tom got an answer until early January, nor did I 
getione until mid January. Well, there might be one for next issue. 


"Avalanche" is a platoon/company/btn/regiment game covering the invasion at 
Salerno, with 27 eight-hour turns from Sep 8/9 to the 17th. The map is about 
28x45", covering the terrain around the Selerno beach, and comes in two pie~ 
ces. Ca 1000 counters, four counter sheets. 16 page rules booklet, 4 tables 
charts, errata. Available from GDW, £12.75. 


Peter Menconi (who printed the same letter in "The kK" 11/5,9 also, added:"We 
put this one away with many a lingering, longing glance back, wishing there 
was same way to salvage it. The mechanics of play are VERY well done, and - 
uniquely ~ juggle the stacking rules so that you are motivated to keep batta~ 
lions and regiments together. I'd have to say that ‘pulling the trigger' in 
this game is one hell of a lot of fun. However, when you look at the board at 
the end of only the second turn and find the Allies shoving the Germans all 
over the map (and no relief in sight for Jerry), you suddenly lose interest. 
There is either a serious flaw in the game development, or Tom and I simply 
misunderstood how to apply the rules to the situation. I honestly hope the 
latter, because it IS a fun game." 

Richer’ Berg reviewed the game in "moves" 30,29 (title: "Chromatic Landslide") 
Too long to even give the most essential quotes here (but you certainly should 
cead it). On the VCs he writes: "There is a problem with the victory conditie 
ons in that they seem to practically beg the Germans to simply take a stand 

in the hills in back of the bay (...) When I looked it aver and went through 
it again it did seem that the best German strategy was simply a strong - and 
rather impenetrable - defensive line somewhat back of the beaches." 

Some oute-of-context quotes nevertheless: it is "quite an epic; it is probab- 
ly - and for various reasons - the quintessential GDW game" ... "The word 
Tabstract! is unknown; all input is numericalized or codified and shot right 
back to the player" , "a landslide of chrome" ("chrome" is "the trimmings, 

the hopefully historical fluff with which the game can exist without but with 
out which the game will be short-lived. Chrome can bring a game to life, or 

it can drag it down to welcomed oblivion, like a ‘58 Buick." "No other compa- 
ny has made such a living from applying chrome since General Motors started 
laying it on in the mid 1950's. And no other game has came off the assembly 
line with more gadgets and gimmickry than the new 'Avalanche'.") 

The very detailled ynits differentiation, “the sheer amount of information 
that the player must deal with in order to be able to engage in combat is of~ 
ten overwhelming", but the combats are interesting: "Players no longer can 
simply bring in their big tank battalions to blow away the infantry. The tanks 
must have support; the infantry hes to be softened up; the presence of a lone 
antitank unit can turn the entire (individual) battle. The choices are varied, 
and the carresponding guasi-tactical complexities immense. But the whole thing 
is a bit much", at least for the average player. 

Richard complains about the stacking rules which “have all the clarity of a 
Bergman movie without subtitles", and he thinks that "Frank should package 
himself, or a reasonable facsimile thereof, with each game", since only with 
Frank's help Richard could enjoy the game. “And it I5 fun - once you've pas- 
sed the Great Chrome Wall." 

There is "too much information, too much chrome", "in an effort to produce 
top histority the designer has not been selective". But it is "a true find", 
if you belong to the "buff audience" "that will appreciate the chrome and 
even revel in it." 

Cf also "Campaign" 76,35; “Games & Puzzles" 55,20; "Perfidious Albion” 11,14. 
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FIGHT FOR TOBRUK (Wellington) (by Rian van Meeteren, Holland) 


As 'Third World Game Companies’! are springing up everywhere in the US, it was 
only a matter of time before one would come up in Europe. Now, with the pu- 
blication of "Fight for Tobruk" by Wellington Wargames, Sweden, that time has 
come. : 

This newest addition to the ‘Tobruk! games has, according to the designers, 
greatly been influenced by CGC's "Fall of Tobruk"; as I don't own the CGC ga- 
me, I can't judge how far this influence goes. 


Components: The map is more or less okay, but small (about page-sized, made 
of stiff cardboard)(no quite 200 hexes, brown and blue on yellow); the 53 
counters are provided printed on a sheet and are not mounted, not cut, but 
very thin! Again according to the designer: "The reason why we didn't inclu- 
de Die-Cut counters in this game was not that we can't efford it, but we do 
not think that it is of very importance in this type of game". Have you-ever 
played a game with unmounted counters which could be stacked 6 high???? This 
is really a shame for a commercial product. (Compare, for instance, Strife's 
"Siege of Port Arthur" with a mep four times "Fight fer Tobruk"s size, on 
heavy paper, with eight times as many counters, die-cut, for only £2 more). 
The rules are short (2 pages), but not completely clear ~ to this I'll refer 


later as I go through the game mechanics.- The game is designed by Frederik 
Malmberg. 
Game mechanics: First there is an artillery phase in which artillery can be 


fired by the phasing pleyer.at units some hexes away. The result that can be 
acheived is paralysation of the target in which case its movement factor is 
halved for the rest of the game. If a unit is paralyzed for the second time 
it is eliminated. Tank units are more vulnerable to artillery fire than in- 
fantry. ; 

There are two problems in this phase: How to distinguish units that have been 
paralyzed. As counters have to be flipped over after having moved, markers 
would be needed - which are not provided. 
Furthermore, the artillery table does not make sense. A typical artillery 
unit has an arty fector of 6. 6-15 factors firing have one out of six cthan- 
ces to paralyze the target. 16 arty factors have one out of two chances to 
paralyze it. I really doubt whether two or three guns could make that diffe- 
rence. 

Next is movement and combat phase. The phasing player moves some of his 

units and then has combat with the units in whose ZOC he is. First anti-tank 
fire is resolved by comparing the anti-tank strength of units involved ver- 
sus adjacent enemy tanks, elso taking terrain effects into consideration. 
Units defending in forts have a free first AT fire in this phase. 

Then normal combat is evaluated by compering the combat strengths of enga- 
ging units. 
After all caused combat has been resolved, the phasing player may move some 
of his units he has not yet moved and go through the complete combat sequen~ 
ce again. He can do this as long as he has units which have not yet been mo~ 
ved. 

When the German move is finished, the British player goes through the same 
sequence as the German player. 
There are also problems in the movement end combat rules. It is not clear 
whether there are fort hexes or fort hexsides, as rules and mapboard seem to 
be in contradiction. Also movement across escarpments and combat across them 
is not clear. Another combat problem not resolved by the rules is the advan-~ 
ce after combat: it is allowed to advance one hex less than the defender re~ 
treated, but what happens if these advancing units enter the Z0C of unenga- 
ged enemy units? 

The stacking rules are not completely clear either, as the German regiments 
are not mentioned. . 

As a matter of fact, it is rather hard to pley this game without answers on 
some of the above problems. 


The game: The game has a fixed set-up. The British have some screening units 
in forts with there flanks guarded by some stronger groups af units and they 
have a strong reserve around Tobruk. The Germans attack with four divisions 


rr wee werner meme mee ammeter mmm mwa tarnstemenne ne 


and the objective for them is ta conquer and-hold Tobruk against the British 
aft’ five turns. Two other forts, if conquered, add to the German Vietory. 

In the first turn, most of the British screening units are swept away by the 
Germans as can be one of their flanks. Then the high ground directly behind 
them should be infiltrated, so that the British cannot make use of it. Even- 
tually, if luck holds, even one of the fortresses can be taken and certainly 
held, as the British have to attack upridge. 

After their first turn, the German usually is out of British artillery range, 
so the only feasable thing the British player can do is to make a defensive 
position in order to hold Tobruk. This positian is attacked LP SUPE 2 » 
Usually the game is decided by a low odds (2:1) attack in the gap between 

the escarpment and the sea just in front of Tobruk and at. those oddy I feel 
the Germans are on the longest end. 

So, in addition to all the above objections, I feel that the game is unbalan- 
ced. : 


Conclusion: Although rather reluctant to do it, as I don't want to stab a new 
Company, my conclusion can be short: Don't buy it. The game is unbalanced, +. 
too expensive for the value received, and not easily playable due to the in- 
complete and badly organized rules. 


((wlh. The game, advertised by Wellington Wargames first for 43, SKr 15, £ 
2.25, is now available from them for Ba. ORL Loy a oe a ee ag ak 

Since I. haveé-a dozen of this game in stock and since I agree with Rian that 
the new price is too high, I'm selling these 12 copies for the old price, 
i.e. SFr/DM 8.95, ¥2.25, SKr 15, 434 sea, 24.80 air mail.)) 


((This game shouldn't get mixed up with AH's "Tobruk", Balboa's "The Battles 
for Tobruk", C&C's "Fall of Tobruk" (the second edition of which should be 
soon available from me; not released yet).)) 


"FIGHT FOR TOBRUK" ~ NOTES AND QUESTIONS (wih). 


It's a pity that the first wargame published in continental Europe commerci- 
ally (others have been published.in "CCS News" and "Gettysburg" before) does 
not show the impetus for perfection, completeness, accuracy, high quality, 
etc, in which continental Europeans normally believe and of which we are 


normally so proud - at least, if the above review and my own first impressi- 
on are right. 
It's a pity also for "Wellington Wargames" - Frederic, though probably rath- 


er young (I don't know him), has such a lot of enthusiasm and self-confiden- 
ce that he would have deserved a better start. Well, there always can be a 
second game - and there are lots of titles he is planing to release later. 


Since Frederik Malmberg is one of our readers and since he might be willing 
to defend and explain, I would like to ask some additional questions ~ ques- 
tins which conern his game, but questions which also could be asked (with 
appropriate changes) to all publisher of games - and especially to new pu- 
blisher of games. This questions are not meant to be mean or aggressive, but 
they are some of the ones of which I feel a customer (who pays his money for 
a game) would like to see answered. 


- In a letter I got at about two weeks after the release of the game, Frede- 
pick writes: "We work on an errata; we have found the Germans tend to win. 

In our playtest we felt it just good, but we now see the Germans can smash 
half the allied army in the first turn." 

The game is rather simple; there was no need to rush the publication: how co- 
mes that playtesting didn't make an errata unnecessary? How is it possible 
that these facts didn't get revealed before, considering that e.g. Rian fi- 
gured out the same thing in his first or second play of the game? 

And how will something like this get changed? Okay, you could change some 
unit's value, add some extra rules - but if this would be done: how then com- 
pares this with the accuracy of the game as a simulation? Or, the other way 
round, how accurate is the game es simulation now, when things like this can 
happen? 


~ In the "Rules of Play" I read: "This game is based on Conflict Game Compa- 
ny's game ‘The Fall of Tobruk’ although it is not a reproduction." And in 
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the "Designers Notes": "Why did we a game based on an already existing one? 
Well, that is hard to answer. The main reason was that we felt CGC's game was 
(and is) very exciting and good." I unfortunately don't own CG's game (yet), 
so Il can't compare. But, considering the above, 1 suppose what we have here 
is a variant rather than a game. Now, whether it is a variant or a game, I 
once would principielly like to know what the reasons are to publish a new 
game: just to add another ane to the already 600 existing (300 available) 
ones? Just to cover a not yet covered period/battle/situation/etc? Or, would 
it not be desireable that each new game would also bring some innovetions in 
game mechanics, in methods of simulating a given fact, in representation of 
a game? What was the reason to publish THIS game? 
And, if it is a variant to CG@C's game only: why was this variant necessary? 
What was wrong with CGC's game and did get corrected in this variation? Where 
is the improvement which makes the publication of this game reasonable? 


- In the ad sheet for the game I read: “The map is very thoroughly research 
ed, even Forts are included." In front of me I have several maps of the To- 
bruk area, battle-description maps, maps of games, and real geographical 
maps. They all differ in more or less details. I would be interested to know 
about the research background of this map (bibliography?), end, more general, 
I actually would be interested to get much better informed how designers ma- 
ke up their maps... And since Frederick "thoroughly researched" this map, 
maybe he also would be prepared to tell us in which respects the other, dif- 
fernt looking maps are wrong? : 


-~ I had no time to check any hard datas with the values given on the units. 
But since we now have a continental designer among our readers, maybe he can 
explain us once something which always was somewhat obscure for most of us: 
how do you translate the historical datas into the unit's movement, combat, 
antitank strength? And how does this compare with the scale (not given in 
the rules and on the map) of the game? And where did you get your datas from, 
en which lists end writers did you believe, on which not = and why? 


~The unit counters mainly show battalions and companies, but also a few re- 
giments: why did you decide that the regiments can't break down ta battalions 
or even companies? Like in most games the values of the same type of units 

is equal; in a game with only 50+ units and a small, well-known and often 
described part of a battle (5 turns in the game), it would - perhaps — have 
been possible to try to really simulate the actual strengths of the given 
units: why did you decide against this? , 


- In this game, the German player. moves first, the set-up is given. To be 
able to check this, we should know when exactly this battle begins: after 
the Stuka-attacks, I suppose (no air combat simulated), after the crossing 
of the minefields (which maybe would just be in the German set-up area)? 
And what happened to all the not given units? How, for instance, is it pos- 
sible, to simulate ca 14+ dozen field artillery batteries, actually placed 

in several different areas, with only four artillery units (in a mainly com- 
pany/battalion level game)? etc... 


~ Tobruk was a fortress, though this didn't help much; why isn't it shown as 
fartress on the map too - for instance. And why is Fort Pilastrino {(surroun- 
ded by a half dozen field-artillery batteries in the real battle) not given 

as a fort? : 


~ It seems that the actual battle showed some deficiency in the organization 
of the British defense of Tobruk (and also a lot of individual heroism). How 
is this represented in the simulation? : 


~ I suppose, the rules (e.g. Z0Cs, Antitank Fire, Movement/Fight system) ha- 
ve been choosen so, that they depict actually used tactics, and that the gi- 
ven stacking limits (different ones for the British and the Germans) have so~ 
me historical reason too. Which ones? Or - why did you use this and this 
mechanics - and why did you not use some others? Or, am I wrong if I assume 
that the game mechanics used must/should have some connection with histori- 
cal facts, like strategies and tactics, etc? 


- Or, finally, should designer's notes (rather than explaining us how "fun" 
and "exeiting"” that game is) tell us why what got simulated like this - and 
which sources have been used to get which results? 
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"ENGLISH CIVIL WAR" AND "CROMWELL" (by Roger Sandell, UK) 


I first announced my intention of putting my "English Civil War" game on the 
market in "Albion" in 1974. SDC's (Simulation Design) "Cromwell" was original- 
ly scheduled to appear in the same year. However, both projects were delayed 
and now finally in 1976 both have appeared within a few months of each other 
and, although devised totally independently, they have quite a few points of 
resemblance. 

However, when examined, most of these similarities are not so surprising 

since they stem from attempts to reproduce accurately the conditions of the 
English Civil War. 


For instance it is not really surprising that we both decided to depict army 
strengths by means of point values rather than specific units, since there 
was very little unit organisation above the regimental level. Whereas my ga- 
me simply differentiates between cavalry and infantry, "Cromwell" depicts 
cavalry, musketeers and pikemen separately, thus showing the relationship 
between difffrent types of infantry in more detail. 

On the other hand, "ECW"s rules deal with one subject not touched on in 
"Cromwell", the use of cavalry to scout and screen armies. 

Both games use area movement which is probably inevitable considering the 
scale they are on. There were many small local campaigns, even down to $ie- 
ges of individual novlemen's country houses. To depict all of these would 
have produced a game so complex that area movement is the obvious method of 
simplification. 

The most striking similarity between the two games is the combat system. In 
both games clashing forces are divided into left, right, and center forces 
that fight separately. However, in "ECW" there is only one phase of combat 
whereas in "Cromwell" combat goes on until one or both players have had en- 
ough. 

Once again, its not too surprising that we both came up with rules to depict 
battle tactics in a strategic level game, since the simplicity of Civil War 
tactics led themselves to being incorporated in fairly simple rules. The 
standard battle formation consisted of infantry drawn up in line with caval- 
ry at each flank. Since most of the major battles were fought on open moors 
and downs there was rarely any need to alter this because of terrain. 


In spite of these similarities there are several places where the analyses 
of the situation in "ECW" and "Cromwell" differ considerably. I'll list a 
few of them, not in any dogmatic 'I am right' spirit, but in order to ex~ 
plain some of the aspects of the war I was attempting to simulate in "ECW": 


1) Both game's combat systems reflect the fact that in the final stages of 
the war Parliament's decisive advantage was the discipline of its cavalry 
which meant that, having defeated the enemy, they would not waste time in 
pursuit or looting but would wheel round and attack the enemy infantry from 
the rear. Where I disagree with "Cromwell" is the rules that only allows ca- 
valry under Cromwell's own cammand to do this. Although Cromwell's Ironsides 
were certainly much better at this than most other cavalry, even at Edgehill, 
the war's first battle, a limited number of Parliamentary cavalry performed 
this task. "ECW" attempts to simulate this with a rule that makes the amount 
of cavalry wheeling variable according to a die roll modified by the disci- 
pline of the cavalry and the presence of commanders. 

(2) I feel "Cromweli"s rules make the local militias (in "ECW" the contempo- 
rary term 'trained band' is used) too passive. Although they were reluctant 
to move far away from their place of origin, the London Trained Band fought 
as far away as Gloucester. Accordingly, “ECW"s trained bands are more mobile 
than "Cromwell"s militia. 

3) In "Cromwell" the longer the war lasts the more economic/political points 
the King gains to reinforce his army, thus putting the burden of attack on 
Parliament. In "ECW" the King can onlyiwin if he strikes rapidly into the 
Parliamentary stringholds around London,for a long war favours Parliament. 


The rulebook of "Cromwell" states that"Charles I was the established autho- 
rity and Parliament's arguments against him eroded with the violence" but I 
would view the situation very differently. Parliament started the war with 
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an inferior army that Cromwell described as consisting of "tafsters (i.e. bar- 
men) and decayed serving men", The longer the war went on the more the Parlia- 
mentary Army improved. 

Also important is the fact that the King was backed by the aristacracy and 
Parliament by the merchant class. This rendered Parliament better able to fi- 
nance a long war, since once the aristocratic families had melted down the 
family silver and mortgaged their lands they had no more resources whereas 

the merchants! trading activities were constantly creating new wealth. 

It must also be remembered that the Civil War was a revolutionary social con- 
flict and in the early stages of any such conflict a strong advantage for 

the old order is the inability of many peaple to imagine society orgenised 
completely differently. However as the conflict continues the new instituti- 
ons come to seem more and more legitimate and more and more aspects of the 

old order become questioned. This certainly heppened in the Civil War, when 

by the end of the war many Parliamentary soldiers had become far more radical 
than their own leaders (look out for the fortthcoming British film "Winstar- 
ley" which depicts this). 


Anyway to sum up briefly, in spite of some simularities "ECW" and "Cromweli" 
are based on rather different analyses of the Civil War and each depicts so- 
me aspects of the Civil War not touched on in the other. 


NOTES: ENGLISH CIVIL WAR 


"ECW" is available from Ironside Games, Roger Sandell, 133 Cherry Tree Rd, 
Beaconsfield, Bucks, UK; UK/Europe ¥%2.25, US-sea 35, US-air A6. 


Some notes and a short description of "ECW" in E 12/13,92 (Mar76). Cf also: 
"Perfidious Albion" 7,15 where "ECW" and "Cromwell" get reviewed and Compa- 
red; Charles Vasey sums up: "I think 'ECW' has a more accurate picture of 

the political situation, has superior combat mechanics and recruitment me- 
thods. ‘Cromwell' has a much better map, more 'special features’, and a more 
decisive effect (not exactly a good point for me), 'ECW' is not as 'pretty' 
as 'Cromwellt but in all ways it is its par as a design, game and simulation". 
Richard: Berg describes it in "S&T" 56,21 (Jun76) and reviews it in "moves" 
28,31 (Sep76), also comparing it with "Cromwell": "ECW" is "less ambitious, 
especially physically, but a bit more successful. The basic ideas are the 
same as in 'Cromwell' (...), but they are treated in a much simpler and more 
direct manner. The game plays smoother than ‘Cromwell’ and is considerably 
shorter." He finds more richnass of detail in "Cromwell", but "ECW" is "a bit 
Cleaner" - in his opinion both games are "a bit boring”. Richard judgement 

on both games is rather negative: "The feeling for both games is one of dis- 
appointment - disappointment not in the design, but in the execution. Ideas 
become products only through development, and that is what both ‘Cromwell! 
and ‘ECW! lack." 

I suppose several of our readers will have both games - could I get their re- 
views and opinions? I feel that both games deserve a more detailled judge- 
“ment = and, maybe, a revision of the above given judgement is possible. How- 
ever, it'll be difficult: unfortunately, Richard mostly is right. 


NOTES: CROMWELL 


"Cromwell" is available from SDC, £7, and from me for SFr/DM 18.-, v4.70, SKr 
31.- 


Reviews as mentioned and quoted above in "Perfidious Albion" 7 (JulL76), Sino- 
ves" 28,31 (Sep76), a short note also in & 12/13,100 (Mar76). 

Charles Vasey reviewed it also in "Victor Ludorum/Battleground" 10/22 ("The 
game is for medium-complexity people"; "I was more impressed by what they had 
included than by what they had missed. A nice, intriguing game, with real lo- 
cal interest."), and in "Sword & Lance" 14,12 (if my notes are correct; I do 
not find the issue in the moment).- Richard Mataka describes the game in 
"Wargamer's Digest" I11/9,47 (Jul76)("If the ECW is the period that holds 
your interest, then Cromwell will be an inevtiable challenge for you.").- 
Nicky Palmer in "Games & Puzzles" 35 (Dez76): “A quiet, distinguished game" 
and "an excellent game for beginners as well as experts", "the historical 
‘feel! is excellent".- Don Lowry in "PF/Campaign" 74,26 (Aug76) ("innovative 
and unique", "unusual and fresh approach").- Cf also "Signal" 100-102.- Well, 
who is right - Richard, or the 'rest.of the world'? 
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BATAAN - A GAME WORTH SALVAGING (by Mark Saha, USA) - 


Game players very often refer, in a vague and general sort of way; to compli- 
cated or sloppily designed games as being ‘dirty’ or ‘having an unnecessary 
amount of dirt in the mechanics of play’. Sometimes it's hard tp say whether 
they are correct; because, for my part, I have never yet seen game ‘dirt' de- 
finej in print. May I offer my own definition? I consider elements of a par- 
ticular design ‘dirty! when (a) certain particular rules are very inefficent; 
for example, they meticulously outline particular sequences that will rarely 
if ever occur in play, or (b) the rules are much more complex than necessary 
for the particular simulation. This latter case means the complex rules are 
not ‘cost effective’; i.e., they are a lot af work, and not worth it in terms 
of the realism/excitement they add to the game. 

Specific examples: (a) Some time ago staff members of the "General" were que- 
ried about a problem in the upcoming rules revision of Avalon Hill's "Water- 
lon". The problem was the age old (since 1962) question of what happens when 
a unit is forced to retreat two hexes into the woods. Should this be allowed 
as a special exception to the one-hex-per-turn woods movement rule? Or 

should such a retreating unit be eliminated? A compromise was put forth: such 
a unit should.be allowed a special two hex retreat into woods, but it would 
then be inverted and 'dispersed' for a complete turn. 

Personally, I did not much care whether the unit should be allowed to retreat 
or should be destroyed. But I was opposed to the ‘dispersed’ concept as a 
‘dirty! ruling. Why? Because it would introduce @ new concept, that of 'dis- 
persal', into an otherwise simple game; and, moreover, this new concept 

would apply only in very limited and special cases - namely, whenever a unit 
is forced to retreat by combat two hexes into woods. 

An example of (b) was voiced by Tom Oleson, when he frankly found Game Desig- 
ner's Workshop's remarkable epic "Drang nach Usten:” perhaps too detailed in 
tactics "and probably not worth the trouble" for a canflict that size; and 
again in Richard Berg's comment on "Early Pacific Battles" that "firing a 
torpedo is like applying for a loan" (moves 20). 

Just because a game is complicated doesn't mean it is dirty. "Anzio" is one 
of the mast complex games around; but, especially in its 1974 revision by 

Tom Oleson, also one of the cleanest. "Panzerblitz" and 'Panzerleader" are 
also outstandingly clean, complex games. 


"Bataan" (Balboa), designed by George Munson, is a simple game that is garb- 
led and ‘dirty’. But, unlike other ‘dirty’ games, I find it to be more than 
worth a salvage job; it cah be cleaned up with only a little effort, and the 
result is a quick and fun game on a famous but much neglected military opera- 
tion. 


What's wrong with the game? Let's start with the mapsheet. It is unambiguous, 
-to be sure; roads and villages are clearly denoted; mountains (which are qui- 
te large,- such as Mount Natib, covering an area of more than 100 hexes) are 
clearly denoted by contour lines; and jungle hexes contain a unique paraliel 
"TI" symbol in each hex so as to leave no doubt that it is jungle. Why, then, 
the problem with this map? 

The main problem, as usual with amateur games, is money. That's understandab- 
le, and forgivable. However, there was also perhaps a little bit less than 
truth in advertising, which promised a "three color mapsheet". In fact, there 
is only one color: green. But the map is printed on blue paper, which presu- 
mably counts as the second color. The 'third' color is simply the black prin~ 
ter's ink used in printing the hexagonal grid and terrain features! 

Thus, for all practical purposes, the entire lend area is only ONE color - 

a solid green. This means you cannot take the strategic problems of te-rain 
at a glance; you must study this green mass in meticulous detail to discern 
the "II" symbols that denote jungle from equally green hexes that are clear 
terrain simply because they lack such symbols. 

Moreover, the squiggly roads are remarkable similar to the squiggly contour 
lines of the mountains; so you must take care that you are actually traveling 
along a road, and not a mountain contour line! 

Finally, the villages are denoted by small box symbols in the center of such 
a hex; this is fine, except you must look under various units to see if they 
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are on village hexes or not! 

Frankly, it would have been better if green had been omitted and the map prin- 
ted witheut colour (or 'two colors' as the publishers would have us believe). 
Nonetheless, "Bataan" is worth a repair job, as I say - and the map is the 
place to start. What you must do is, frankly, repaint it somehow. I used felt 
pens but did not find them satisfactory; so I can only suggest you try some- 
thing else. The job itself is fairly simple: the mountains were merely a mat~ 
ter of going over the contour lines with black ink and a wide point pen; and 
contour 'splash' lines were added to the outermost of the mountain contours - 
very effectively in dramatically revealing exactly ‘where’ this substantial 
area of mountains begins. The roads should be traced in bright red to dis- 
tinguish them from mountain colour lines, and the trails in dotted red lines. 
The village hexes should be outlined in red (the entire hex}, or colored so- 
lid red; in either case, you Can now readily identify a village even with a 
unit(s) on it. Final you must color clear terrain some other shade than 
green; this latter is Most difficult of all to do, as any other color added 
to green tends to produce an ugly dark mess. Perhaps a speckled effect will 
work best. At any rate, you MUST make clear terrain easily identifiable from 


mountains, villages, and jungles - because only in clear terrain do units ha- 
ve a Zone of Control. If you have managed all of the above, the jungle now 
takes care of itself. It's already green - so leave it green: 


((wlh: A possible solution might be to put all this colouring work on a plas- 
tic/acetate sheet/plate which you lay over the map, maybe cavered by a second 
acetate sheet an which you actually play.)) 


Now you have the mapsheet. Next step is the unit counters. Fortunately, these 
are very nicely done in attractive colors and are easily read, so there isn't 
much to be done. The main problem is the omission of range on the various ar- 
tillery units. Look up the range of each particular unit in the rules book-~ 
let, and write it at the top of the unit. Easy, fast. 

Finally, sort out the five units.af..the Japanese 468th division (three 5-15 
infantry units and two 1-10 artillery units) and mark them conspicuously; in 
my case, I put a green vertical.stripe along the left side of each of these 
units. This is important because these are optional units; the infantry do 
not appear in the game at all, and the artillery is withdrawn on the second 
turn. If you leave them in, play balance is REALLY thrown out of whack! But 
now you are done with the counters. 


Next comes the rules. These are really a mess, and where they are unclear | 
can only suggest you come up with your own reasonable conventions. -ut a lot 
can be done to guarantee fast and fun game play. 

First, make a xerox copy of the JEC (Terrain Effects Chart), cut it out, and 
mount it on cardboard for handy use during play. Also xerox the CRTs (Combat 
Results Charts) for Ground Attacks and the Artillery vs Units As A Soakoff 
with their respective ‘results explanations’; these can both be mounted on a 
single 8x9" piece af cardboard and will form the backbone of your gameplay. 
You may also xerox and mount any of the other charts as you wish; but they 
are not so often used so it really isn't necessary. 


The Artillery vs Units as a Soakoff Chart is a bit 'dirty' in that one of the 
results is a "-1"; meaning the defender is reduced by 1 combat factor for the 
following turn. This could drivy you crazy, so I suggest writing "-1" on a 
number of blank counters, and placing such a counter on the affected unit as 
an alternative to paperwork. 


Finally, there are an amazing number of changes in combat effectivness of 
units - Japanese increasing and Americans decreasing - as the game progresses. 
These are simply listed in the section called Supply, while Japanese reinfor- 
cements are listed under Starting Positions. And the Time Chart incorporates 
none of that information, but merely gives the dates that correspond to each 
Game Turn. I have assembled a complete Turn Record Chart, included with this 
article, for your convenience. I suggest you sort out Japanese reinforcements 
and set them on the Turn Record Chart on the date of arrival; this does not 
take long, and assures a swift and uniterrupted game. 


Additionally, you may wish to use blank American counters for creating the 
Battery Geary guns on Corregidor Island, and the optienal Fort Wink battery 
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on Grande Island. (Since there are no rules for Fort Wink artillery, we assu-~ 
me it may fire independently, three times per game, same as Corregidor). Al- 
so, I found it helpful to write a large circled "S" in the ocean hexes adja- 
cent to Mariveles and Cabcaben to remind you that American supply is traced 
to each of these. Finally, remember those American planes are optional and 
not used in the game! 


BATAAN - TIME RECORD CHART (by Mark Saha, USA) 


dap Reinf Turn Diminuishing US supplies effects 
00 (Jan 2-8) (Used in Optional Rules only!) 


O1 (Jan 9-15) 


02 (Jan 16-22) Withdraw 2 Jap 48th Artillery units 


@3) (Jan 23-29) 


a | K@ (Jan3C~Feb5) 
a 05) (Feb 6-12) 


(Feb 13-19) Jap Ground Attacks increase 1 CRT co- 


lumn 
. 67) (Feb 20-26) US Movement reduced by 2 MPs 
09 (Mar 6-12) Jap ist Artillery unit re-equipped 


16 (Mar 13-19) Jap receives 2 more Air units 


= £2) (Mar 20-26) Jap Ground Attacks increase 2 CRT co- 
: lumns 
(Mar27-Apr2) 


13 (Apr 3-9) {Jap Ground Attacks increase 3 CRT col. 
US Movement reduced additional 2 MPs 


14 (Apr 10-16) 
NB. Stack Japanese reinforcements in appropriate boxes above. 


BATAAN: FAST & FUN & WORTH IT! (by Mark Saha, USA) 
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Okays, S0 all that work is done, and now you're ready to play. Was it really 
worth it? It had better be, anybody who has read this far must be saying: 
Yes, I certainly feel that it is, and I am happy I ordered the game and. taok 
the trouble to work on it. But I doubt if anybody has read this far unless 
they're really interested in the campaign or are a real freal on wargames. 
So I'll try ta give a quick and fair accessment on the overall resulting 
product. 


"Bataan" has among its advantages that it is really a quite simple game, and 
can be played to a fast conclusion in about two hours; yet, it has many tac- 
tical/strategic options to keep you on your toes - such as Japanese amphibi- 
bus invasion behind US lines. And, finally, some considerably more complex 
options such as hidden units, hidden movement, and hidden artillery emplace-~ 
ments and artillery duels against 'suspected' enemy positions. These latter 
rules could raise the game to the level of a tournament contest lasting many 
hours. That makes for quite a flexible option - how many other games offer 
you this? 


Despite all that, the rules themselves are and remain simple indeed. First, 
no stacking - only one unit per hex. The exception toa this is artillery; you 
may stack up to three artillery units in a hex, but nothing else may be in 
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a hex with them. Artillery units may either (a) bombard enemy units over dis- 
tances ranging from 5 to 9 hexes as a ‘Soak-Off', using the Artillery CKT, or 
b) simply add their factors to the attack factor of a ground combat assault. 
Artillery may not be used defensively. 

Aircraft are even more simple - and devastating. When you place an attacking 
plane on a defending unit, ground attacks against that unit are automatical- 
ly shifted up one column on the CRT; thus a 3:1 attack becomes 4:1. And you 
may place as many planes as you wish on a single attack. Planes may also be 
placed on defenders as a ‘Soak off'. no ; 


The Japanese have other special capabilities. For one thing, only Japanese 
infantry (not armor or artillery) may enter the substantial mountains that 
dominate the peninsula; and, also, only the Japanes may use barges to make 
amphibious assaults behind enemy lines. This makes for a nightmarish Ameri- 
can situation. The US player can only block the narrow passes between the 
mounteins and coast on the east and west sides of the Bataan peninsula; the 
Japanese can outflank them through the mountains in the center and by barges 
at sea! However, the Japanese do have a bit af a problem in that all their 
barges begin on the east side of the peninsula, but are most sffective on 
the west side, where they can also supply a landing. The barges may be moved 
to the west side, Manilla Bay, but to do so they must run the guns of Corre- 
gidor. 


The Americans are very low on ammunition, so they may fire artillery on only 
7 of the 14 game turns. (An alternatice way of doing this would have been to 
allow the Americans only so much ammunition, as John Hill does for both si-~ 
des in "Verdun", and leave it to the player to parcel it out according to 

his judgement. It's a little absurd - but very playable ~ to say either ALL 
US artillery may fire or NONE can in a specific turn. However, if you try the 
"“Verdun"/"Gualdalcanal” approach, you must be careful in how you arrive at 
the US ammunition figure. You can't simply add u, the total US artillery fac~ 
tors in "Bataan" and multiply by 7, even though this is the number of factors 
fired in the game-as-written. Remember, the "Verdun"/"Guadalcanal" approach 
allows much more efficiency in unloading those factors, so the figure should 
be somewhat less to preserve play balance. I suggest you play the rules-as- 
written until you can form some sort of judgement.) 

Certainly, the US player will have troubles enough on his hands in this 

tight battle and will probably appreciate the simplistic artillery rule the 
first few times. For, as the game progresses, diminuishing US supply is re- 
presented in two other ways: US movement allowance gradually decreases from 
its printed strength, and Japanese attacks are automatically increased by two 
and finally three columns on the CRT even before artillery support and planes 
are added. And ~ planes are among Japanese reinforcements. 


The Jap player must destroy 15 US units and capture three objective villages 
to win. Since two of these villages are the US supply sources Marivelles and 
Cabcaben, capture of them by the 13th turn virtually ensures victory, because 
isolated US units are eliminated in one turn; i.e. the US would be cleaned 
off the peninsula on the 14th turn. 


Summing up, this is a good short 'fun' game you.can play as much or little 
as you like, especially as a ‘wind-down' after a tournament affair. Or, if 
this campaign interests you, the optional rules and LRTs allow you to make 
this one a mini-tournament battle itself. 


(("Bataan" is available from Balboa for £5; Lou Zocchi has none left and will 
not restock it; it is available also from me: SFr/DM 13.90, 43.55, SKr 24.-)) 


BIBLIOGRAPHICAL NOTES: BATAAN, THE BATTLE FOR THE PHILIPPINES 
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Staples, David: Game Review: Bataan (Stuttgart Sentinel 1; Mar73)* 

Campion, Martin: In: Wargame Reviews (moves 11,24; Nov73) ‘After some similar 
criticism as the one made by Mark above: “In all, however, a good represen- 
tation cf a hopeless campaign.") 

Mayten, Charles E: (Extensive Game Review) (Battleflag 27,24; ?774)("...one of 
the most balanced games".."I enjoyed this game immensely"... “entertaining 
and challenging") 

Not much for a game published 1972; reason: no review copies sent out, I sup- 

pose. Result: ask Balboa for sales chiffres... 
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FIGHT IN THE SKIES {TSR (by Rian van Meeteren, Holland) 


Eight in the Skies" (FITS); in a new, 5th (1) edition published by TSR, as 
a game on WWI tactical air combat, and so it covers the similar subject as 
AH's “"Richthofen's War" and SPI's "Flying Circus". 


Description: The game arrives boxed and cantains a 36 page rule book, a board 
made out of plastified paper, two thin counter sheets (each counter 1 square 
inch), one combat/setup chart, ten aircraft specification charts, one eriti- 
cal hit table, two random aircraft charts, four charts consisting of 16 ma- 
neuver cards each, which have to be cut first, and one chart consisting of 
four sets optional maneuver cards which also have to be cut first. Further, 
four log mission sheets are included and that is much too few, so you'll ha- 
ve to make xeroxes or write the necessary information during the game on 
scratch paper. ({A better solution might be to put the mission sheet into a 
clear, transparent plastic folder, to write on it with lavable pencils - 

like Lumocolor, chinas - so that you always can use the same mission sheets 
again; wih.)) 

The board is completely devoid of features: it is completely white with a l 
sq inch grid (24x24) printed upon it. The counters are about 0,5 mm thick 

and are printed in red (Germans), khaki (Allies), and white (Anti Aircraft 
guns); they show the top view and the name of the aircraft. 

The game can be played with 2-le players, but 4-8 seems to be the best. Play- 
ers decide on which planes are to be used and on which altitude the battle 
will start, and they carry the information from the aircraft specification 
charts over to their aircraft mission log sheets - and the game is on. 


The Basic Game: Each turn can be divided in two phases: the movement phase . 
in which all the players move their aircraft, and the combat phase in which 
the players who have an_enemy aircraft in their field of fire may fire on 
them. Obviously, it is very important who is to move farst as the last mo- 
ving player has the best chance to get a shot on an enemy plane. 

The sequence of movement is determined by the altitude of the planes, al- 
though if the difference in altitude is too small a random number or a die 
roll is used to determine the order of movement. 

Movement ability is dependent on various factors. All the planes have a de- 
creasing movement ability with an increasing altitude; furthermore, whenever 
one or more turns are made during a move a lower factor (maximum throttle 
speed) is in effect. 

Clims and dives are executed during movement. Climbs are limited by type but 
do not cost any movement factors, dive are also limited by type, but for eve- 
ry 100 ft dived a bonus of one square movement is gained. 

Minimal speed is 6 squares of movement, and special gliding rules are provi- 
ded. 


After all the movement during a turn is executed, players determine whether 
they will fire and on which target. The fire procedure consists af the follow- 
ing steps: first, the range igs measured by adding the altitude difference to 
the range in squares (100's of feet), then a die is rolled to determine if 
anything has been hit. If a hit is scored, another die is rolled to see how 
many hit factors are taken. Depending on the facing of the target towards the 
attacking plane (head on, tail, side, top, or bottom) a die is rolled Por 
each hit factor scored, to see which part of a target fas been Nat. Leck 

part of a plane (engine, forward fuselage, rear fuselage, tail, right-, cen~ 
tre- and left wing) has a maximum number of hits it can take, and as soon 

as one of these sections an the chart is filled, the aircraft is considered 
shot-down. Also, there's always a chance that the pilot will be hit - and 

if that happens, the plane is also considered shot down. 


After all firing has been executed, the order of movement for the next turn 
is determined, with one exception, to the aforementioned procedure: if an air- 
craft has executed a tail attack’ ‘the last fire phase, it may exercise a 
tailing option. This means that it may try to follow the plane it just shot 
at to get another shot into it. 

In this case, the ‘defender’ chooses one of 16 maneuver cards. This cards gi- 
ves the maneuver he will execute on his turn. The teiling player then choo~ 
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ses depending on the range 8-ll maneuver cards. If the time for movement of 
the defender comes, he shows his card and executes the maneuver. The tailing 
player has - in order to cover the defending plane - to execute exactly the 
same maneuver and this one should be included in the cards he chose. If not, 
the defender has eluded him and he may not attack the previous defender that 
turn. There are three maneuvers (circle, loop, and stall) which = ‘af not. co- 
vered - even allow the defender to take the affensive and attack the tailing 
plane; this is called ‘reversal’. 

After attacking and defending players have executed their maneuver it de- 
pends on the outcome (succesful covering, escape, reversal) in which order 
the remaining movement is executed. 


Optional Rules: The basic game as it stands can be fun, but only with more 
than two players and even then it is not very involving. To make it really 
interesting something more is needed, so in my opinion most optional rules 
are not optional but in fact a must. I shall discuss most of the optional 

rules in the order I feel they should be incorporated into the game. 


A. Random combat and random combat surroundings: If players cannot decide on 
what they will play, they can use the random aircraft charts. These are li- 
mited to the western front and to single seat fighters, but they provide a 
mean to generate ‘historical!’ combat situations. By using the set up tables, 
the starting altitudes of the planes can be determined. 

By combat surroundings I mean things as wind (direction and strength), 
clouds (number of banks, altitude and thickness) and placement (above the 
front, width of the front, on the German/Allied side, distance from the 
front). All those things are provided for in the set up tables and a few die 
rolls generate random conditions. 

B. Combat Additions: Although a lot more bookkeeping and die-rolling is in- 
volved, | really think these rules should be used. 

First of all, instead of the 15 bursts carried in the basic game by each pla- 
ne, each gun in a plane now Carries a certain amount of ammunition points 
and the planes are differentiated to the amount and type of guns they carry. 
If a player fires a gun, he decides whether he will fire a short, an inter- 
rupted, or a long burst,each consuming a different amount of ammo-points.— 
The amount of damage done becomes dependent on the range, the type of burst, 
and the amount and type of mountin of the guns (wing vs fuselage). 

After firing, a roll for jamming of the gun is needed. If a gun is fired in 
successive turns, the chance of jamming increases. Every turn the gun is not 
fired, the chance of jamming decreases. 

On the receiving end, the target plane has a chance to get a critical hit in 
each part of the plane that is hit. The chance of getting such a critical 
hit increases, if the accumulated damage of that chart section increases. 
Very special are the criticals that make an aircraft fall out of control. 

A complete random movement is then generated by die rolls. In this situation 
overdive may occur with an increasing percentage chance that the aircraft 
will fall apart. Voluntary overdives up till 300 feet may be made during nor- 
mal movement but also with a percentage chance of falling apart. 
Furthermore, there is an optional tailing rule which allows the attacker (de- 
pending on his range) to cover 1-3 general directions (up, down, left, or 
right) instead of covering the explicite maneuvers. This causes reversal to 
be a more common occurrence and probably should be preferred to the basic 
system. 

C. Further additions: The random aircraft charts give only single seat figh- 
ters on the western front, but also two-seaters and Italian Front planes are 
given in the counter-mix. This necessitates rules for high and low level 
bombing, strafing, ground attack, balloon busting, low level flying, landing 
and take off, etc. These are provided in the rules but for the following rea- 
sons I won't go into them. 

Bombing, strafing, etc requires targets - and these are not given on the 
mapboard. This means that players have to design their own mapboard(s) that 
contain targets and obstacles to low level flying. 

Obviously, these rules are for the really devoted peaple as they will take 
an enormous do-it-yourself effort, which most peole don't like. 

If the rules under A and B are used, things like emergency landings, getting 
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back to,one's own lines, etc, will occur, but they are takén into account in 
a set of abstractions rules which allow these things to be settled by a die 
roll. 


Comments: The basic game is rather easy to learn, although up to now I could 
not figure out the difference between a bank and e turn. Furthermore, it is 
not clear where the aircraft have to be placed when starting a game. 

The board is too confined being 24x24 squares. It is easily figured that a 
plane that flies straight and dives to its maximum can easily travel the caom- 
plete width of the board. 

So far for the game's drawback ~ on the other side, there is the possibility 
af executing complex maneuvers like the 'Falling Leaf', the 'Immelmann', the 
‘Barrell Roll', etc; the geme.carries and transfers a jot of feel from the 
period in contrary to "Richthofen's War", where those maneuvres can be made 
but only by applying the movement rules and not explicitely. 

The second point in FITS' favour campared to "Richthofen's War” (RW) is gi- 
ven in the tailing option. In RW, given planes. of equal abilities one usual- 
ly gets into a circle around each other during which both players fire at 
each other and it becomes @ matter of die-ralling luck who wins. This just 
does not heppen in FITS, because the tailed pilot has to evade its tailer. 
This is certainly more realistic. 

If one goes through the optional rules it suddenly becomes apparent that 
this in fact is a miniature game adapted ta a board and this means beside 
other things a lot of die rolling. But, then also it becomes a lot more de- 
tailed; and since the best situation is that every player commands one plane, 
the individual player does not have to handle too much. And, the game cer- 
tainly becomes much more interesting with the optional rules. 

There are no rules for a campaign game like in RW, but players who like this 
game certainly will devise a set of such rules on their own. 


Should you buy this game? That depends whether you have enough people around 
willing to play it. As a two-planes game it is mot much fun, even if the op- 
tional rules are used, and more planes per player is a bit much to handle. 
Sa if you have only one potential opponent, RW is probably the wiser choice. 
But if you have a club or several people interested in this subject try 

FITS and you will have a lot of fun, because this game then really comes in- 
to its own. 


MORE ON FITS (by Martin Campion, Mike Carr, wih) 


Martin Campion (reviewing the former 4th edition, 19/1, which was published 
by Guideon Games): "FITS holds up very well when compared to the newcomers, 
'Flying Circus' and Richthofen's War’. As you might expect, it is more diffe- 
rent from them than they are from each other. The board, for example, uses 

a square grid (the extra distortion produced by diagonal movement is net as 
“annoying as it sounds) and is devoid of terrain. There is a short section on 
strafing and bombing end another on attacking observation balloons, but FITS 
is more oriented toward dogfighting than the other two games. Another diffe- 
rence is that this game is designed to have one player flying each plane ~ 

so most interesting games would have to have several players on each side. 


The game is played in turns, and, since all shooting takes place after all 
moving is done, it is unlikely that the first moving planes will be able to 
shoot. Generally the order of movement depends on chance, but the advantage 
is given to those planes that are significantly higher than the pack and to 
planes thet are already on the tail of an enemy plane. In addition to ordi- 
nary movement, a number af special maneuvers .(Loop, Immelmann, Wingover, etc) 
are allowed by exceptions to the usual movement rules. ; 

The rules do noy provide for any lining up of a target in order to shot at 
it, so if you are pointing in the right directiom at the end of the move, 
you have a target. This allows much more shooting than in the other games. 
However, it also takes mary more hits to bring an enemy plane downh.in FITS. 
A plane is not just hit, in this game; it is hit in the right wing or the 
rear fuselage. When using the gun jamming rule, there is always a chance of 
the gun jamming and every firing alters the odds. 

Although I prefer 'Richthofen's War’, I would recommend this geme to anyone 
who is very interested in the finer details of flying and fighting WwI air- 
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games." 


Mike Carr was here for a short visit this summer and - litteraly - during 
Our conversation wrote down a short description of his game: MEL Pag 2 Gees 
newest Sth Edition, is a boxed game of WWI aerial warfare. The game is ina 
revised and expanded format, with a larger and more comprehensive rules 
booklet. The game differs from the earlier 4th Edition in that it includes 
many more aircraft af the 1917-1918 era (56 in all). (And, as written in 
the rules booklet: "It is the culmination of years of research and develop- 
ment".)) 

FITS differs from Richthofen's War in terms of complexity - that is, it in- 
cludes more aspects of WWI aerial combat and covers the major aspects in 
greater detail. 

The basic game rules for FITS are contained in only 8 pages. The remainder 
of the large rules bowklet, besides listing historical information, is devo- 
ted to a mytiad of optional rules increased realism. Some of the optional 
rules cover such items as: clouds, German parachutes (1918), range/firepo- 
wer effectiveness, ammunition expenditure, balloon attacks, and more. These 
are dealt with in considerable detail and players may choose. any number of 
aptional rules for the level of complexity desired. — . 

One of the most important reasons for the popularity of FITS is the fact 
that any number of players can play, although 4-8 is ‘the best number, Games 
can be set up in any of three ways - by individual choice, by using any of 
15 scenetios included in-thesrules booklet, ox by use.of the special rules 
for xandom combat. This latter-method reflects historical probabilities and, 
by using dice rolls, allows. an infinite number of possible game situations - 
depending. upon rolls for such things as cloud level, aircraft types, date 
of the combat, starting altitudes, wand, and so on. The possibilities are 
almost endless and, in essence, ere only limited by the players' imagina- 
tian. : bs Se 

Playing time for FITS may vary considerably, but games for 4-6 experienced 
players may average 14-2} hours éach. It is not unusual to be able to play 
several games in a single afternoon or evening - another aspect which makes 
the game popular. In addition, playing sides can vary for each individual 
game." ; : 


Aerodrome is the name of the zine which is devoted to FITS; it is published 
by the FITS society (formed in 1969; more details about it: cf "The American 
Wargamer I11/8,2); info on the Society and the zine from: Mike Carr (desig- 
ner of FITS), 945 W Hoyt, Saint Paul, MN 55LLt,: USAky 02 c/o TSR Hobbies. 


' Most articles on FITS got published in several issues of "Aerodrome" (more 
than 50 issues up to-new). Published.in 1968 (lst edition), there neverthe- 
less have not been many articles or even reviews in other zines up to now: 


Carr, Mike: And Then There Were Three (RW, FC, FITS)(Panzerfaust 59,31;Aug73) 
Carr, Mike: An Introduction to FITS (TSReview I1/1,8; Feb 76) 

Lowry, Don: FITS (Review) (PF/Campaign 73,47; Jun76) Ps 

Totten, Harold: RW/FITS/FC (Comparative Review) (Panzerfaust 59,26; Aug73) 
Berg, Richard: (Briefing)(S&T 57,39; Aug 76) 

(And a short note, only, in E 12/13, Mar76) 


Available from TSR Hobbies, 310, and from me for SFr/DM 25.-, ¥6, SKr 43.- 


WILLIAM THE CONQUEROR - 1066 (TSR) (by Harti Ammann, Switzerland) 


"William the Conqueror/1066" is actually two games in one, dealing with the 
two battles that Harold, King of England, fought against invading armies in 
1066: Stamford Bridge - where he beat off the Viking invasion - and the fa- 
mous Battle of Hastings ~ which was fought only a few weeks later and where 
Harold lost his life. 

The two battles can be played separately or in conjunction with each other. 
In this case, the outcome of the Battle of Stamford Bridge determines the 
English order of battle at Hastings: The higher the English victory in the 
first battle, the more units he has in the next one. 
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The price of the game may saem a bit high, but the quality of the game parts 
is really excellent. The map is made of thick plasticized paper with the two 
battle areas printed on reverse sides. Hexes and counters are large size (1" 
diameter) which faciliates the handling of the playing pieces quite a lot. 
The rules (20 pages, printed, letter-page size, i.e. same size as E} are in 
booklet form and every rule is illustrated with examples. The illustrations 
to these examples unfortunately aren't always too clear and require a bit of 
study before one gets what they are to demonstrate. Otherwise the rules are 
clear and complete (an errate sheet had to correct only two minor points, 
and I couldn't find out which side moves first). Included is alsa a combat 
calculator (cardboard) for people who find all that doubling and halving of 
combat factors so complicated. 

((wlh: May I add that this "Combat Adjustment Slide Rule" looks not anly at- 
tractive, it is a really very useful playing aid; the map, by the way, is 
full. coloured: brown, green, dark green, blue; the units, die-cut, are yel- 
low, red, blue ~ markers white, others in colour too - all thick and handy; 
the units representing the troops - Vikings, Normans, Saxons - are circular 
counters (thegn, archer, housecarle, men ar arms, fyrd, knight, viking) (and 
Leaders: Hardrada, Tostig, Leofwine, Harold, Williem); fanally, the game co- 
mes in an attractive box, 28x23x3 cm.)) 


Game mechanics are simple: Units move and have combat; archers and English 
Levies can fire their weapons besides having melee cumbat, whough: fire com 
bat doesn't play much of a role. Leaders add a combat bonus to the unit they 
are stacked with, but otherwise have no effect. 


William the Conqueror/1066 is different from other CoSim=games insofar as 
it has a special Combat Movement phase and no dice are used to resolve com~ 
bat. After normal movement and two fire phases both players may move each 
of their units which are adjacent to an enemy unit one hex and/or change 
their facing. This is the Combat Movement phase T have mentioned above. Mo- 
vement in this phase is simultaneous and some method had to be devised so 
that none of the players would have an advantage by knowing what the other 
player is going to do: So, instead of moving, the defending player places 
two chits on those units which are allowed to move in this phase ~ one for 
direction, one for facing. Then the attacker moves his units and after that 
the defender's movement is revealed. This may sound like a rather complica- 
ted procedure, but once you are familiar with it, it's actually rather easy. 
The method of placing chits is also a matter of taste: one player I played 
the gane with didn't like it at all. ((wih: well, that's me... but, up to 
now, I only played it once - and maybe I shall get used to thie Later? ain 
any case, this method replaces book-keeping, and it is certainly an ingeni- 
ous, innovative method to keep track of the defender's hidden movement by 
this upside-down placed chits.)). 


After Combat Movement combat is resolved. I have already mentioned above 
that no dice are used in this game. Instead, players state which units at- 
tack which enemy units and the resulting combat odds automatically determine 
the outcome of the combat; facing of defender and attacker influense the 
combat results (multiplication of the Combat Factors with +, 1, 2). Combat 
is simultaneous, that is, during each Combat Phase both players may attack 
and the results are applied after all combat has been. executed. = 

This combat resolution without die-rolling may make the game seem like pure 
skill - no luck involved game. This is not quite so, since an 2he Salley du= 
ring the Combat Movement phase one has to guess what the opponent is going 
to do. In some cases this is pure luck and guessing the wrong way can have 
ill effects. However, I think that the amount of luck involved is smaller 
than in games with die-rolling. 


To win, one side (given in the scenario) has to gain at least 10 Victory 
Points more than the other. He is therefore compelled to take the initiative 
and attack right from the beginning. In addition he has the disadvantage of 
having to attack an enemy who can benefit from a strong defensive position. 
In Stamdford Bridge this is a stream, in Hastings a hill. The attacker can- 
mot hape to take by frontal assault. He will have to manoeuver to get 

around the defenders flank and thus force him to pull back from his strong 
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Il think that this is a rather good game. It is easy to learn and play can 
start half an hour after opening the box. It is also suited for beginners. 
Playing time is about. 3-4 hours which is also guite an advantage. Because of 
SiMov (simulteneous movement) in the Combat Movement phase the game is un- 
suited for solo; PBM is also rather difficult. Ideal as a beer-and-pretzel 
game. I can only recommend it. 


WILLIAM THE CONQUEROR/1066;: NOTES 


The game is available from TSR, $12, and from me for SFr/DM 30.-, “7.10, 
SkKr 43.- 


'NS' dn "Signal" 105,5 (Sep 76) reviews it; some quotes: "TSR has a winner - 
wath one or two minor drawbacks - in their game", “it is one of the most 
beautifully produced tactical boardgames covering this historical period. 
The rules, once comprehended, make for an accurate and enjoyable game." 
About the ‘Combat Adjustment Slide Rule': "This fantastic little gadget 
turns the tedium of calculating into a swift movement of cardboard slides. 


It is one of the best features of this fine game." "The sequence af play is 
somewhat unusual, but gives a realistic feel of man-to-man combat simulati- 
on." "It would be nice to see certain clarifications to the rule book, but 


the discrepancies will not dount even a lightly experienced gamester. All 
in all, (it) is one of the best military simulations of a sometimes over=- 
lcoked era." 


Don Lowry, in "Campaign" 765,33 (Dec 76) gives an extensive description of 
the game. 


NMWalliam the Conqueror/i066" shouldn't get mixed up with the other new game 


on the same period, "William at Hastings" (Falchion Products); you will pro- 
bably find some notes on the latter in the Cheesehole-column of this issue. 


CAMBRAI (Rand) (by Rian van Meeteren, Holland) 


The game "Cambrai" is published by Rand as a part of their Command Series 
Games. yy Sate ence ee 

The game depicts the first real tank battle in history in 1917, when the 
British for the first time reached a breakthrough on the Western Frant, 

which could could not be exploited because of a skillful German counterat- 
tack employing infiltration tactics for the first time in the west, and 
British indecisiveness. 

The game contains a map, a countersheet, a rules sheet and some playing aids, 
and it arrives in a cardboard folder. The map is folio style; the hexes and 
counters are oversized which means easy reading and handling. 


The game: The mapboard shows the British front trenches, the complete ber- 
man trench system and the country around the town Cambrai. The German tren- 
ches are lightly held by seven divisions of which five are second line. Fur- 
thermore, they have one division as reserve in Cambrai. 

In front of this are massed eleven British divisions concentrated with nine 
tank batallions and with five cavalry divisions directly in reserve. 
Because the Germans are considered surprised for the first three game turns 
a breakthrough is easy accomplished although the Germans can put up a rather 
tough defense. After those three game turns German reserves arrive and at 
the same time some British tank batallions will have left the game due to 
mechanical failures,and consequently the British attack runs out of gas and 
the objective for a strategic victory - the town of Cambrai - usually is 
not reached. 

When the British advance becomes too threatening or when the Germans have 
massed enough strength, the Germans will announce a counterattack. From 
that moment, the British are considered surprised for three turns and this 
makes their units more prone to destruction because of the employment of 
infiltration tactics by the Germans. This forces the British to concede 
conquered terrain in order to save on units. Still this phase of the game 
will even out the losses. 

After these three counterattack turns, the remainder of the game (the com- 
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plete game has 17 turns) will be used to establish the new front line. As 
both sides will be low on units at this time, they have to be careful not to 
mount low odds attacks and not to expose units. This goes especially for the 
British as the Germans still can use infiltration tactics. On the other hand, 
the British receive some late reinforcements and probably some French help. 
This can turn the tide at the end of the game through a few crucial attacks. 
If at the end of the game neither side has acheived a strategic victory, a 
‘tactical victory is accrued an a victory point base. VPs are won by elimina- 
ting enemy units, by occupying former enemy towns and ridges, and for the 
British only by mounting succesful cavalry raids. 


Mechanics: Movement is standard in this game; units expanding one or more mo~ 
vement points for each hex entered. Movement allowances are low (4 MPs), but 
due tao the low unit density this makes not for a stagnating system. 

For entering an enemy ZOC (in this game called a zone of influence) an addi- 
tional MP has to be paid, and any further movement for a unit entering a ZOC 
is stopped. They may leave next turn, 

Combat is voluntary. If a unit is attacked, ane of four CRTs (Combat Result 
Tables) is used. They are numbered from one to four. Numbers one and twa 
(standard and probe attack respectively) are always allowed, number three (mo- 
bile attack) only if more than half af the attacking units. fulfill special 
requirements and number four (surprise attack) can only be used during the 
turns the enemy is considered surprised. 

The probing attack is less risky for the attacker than the standard attack, 
but gives less chance to eliminate the defender. The mobile attack gives most 
retreat-results, while the surprise attack is the most favourable to the at- 
tacker giving a high chance for eliminations at rather low odds. 

The combat results cre: eliminations, retreats, counter-attacks, exchanges 

and no result. 

The two foremost features of this game are the tanks and the infiltration tac- 
tics, which, at the same time, are both side's strongpoints. 


Tanks: The British player has nine tank batallions with an attack strength of 
2. Normally no stacking is allowed in "Cambrai", even not during retreats, 
but the British may stack up to two tank battalions with one iatantey -divasi= 
on. This gives rise to stacks with an attacking strength from 8 to 10. Compa- 
red to the maximum German defense strength per hex (4 doubled: gives 8) the 
advantage is clear. 

But to the whim of a die roil for each tank batallion each turn, these units 
are subject to mechanical failure (33% in the first turn, 16% after that). If 
they break down, the tank units leave the game for five turns and then return 
on the British side of the original trenches. 

So tanks are good in the beginning and usually they will be. back an the.end 
game, but don't count on them in the middle game. 


Infiltration tactics: The Germans have five divisions with an attack strength 
of 6. These units may employ infiltration tactics. This works as follows: an 
enemy unit is pinned by making an attack of at least 1:1 against that unit. 
This attack may be performed by any German division. Then, a German 6-strength 
unit may ignore the ZO0Cs of that pinned unit for all purposes. If these units 
are skillfully handled, they can penetrate a British line and cut off retreats 
and supplies! Most not-contiguous lines of units can be penetrated, and in 
combination with the Surptise CRT the results can be disastrous for the Bri- 
tish. 

The weakness of these 6s is their low defense factor (4), sa that by attack- 
ing them at odds that favour exchanges they can be eliminated. Of course, af- 
ter having just used infiltration tactics they are very vulnerable especial- 
ly if the, attack that made infiltration possible is not successful. 


Comments: On the first glance and during the first games it seems that the 
British have a clear edge, but as soon as the German player gets the grasp 
of the intricacies of the infiltration tactics this picture changes. Then it 
shows that the British have to be very careful not to fritter their units 
away, and the balance becomes very delicate in the end game where both sides 
usually are low on units. A wrongly staged attack in this phase can throw the 
game away in one die roll. 

Tf between two players one side wins more often than the other there are op~ 
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tional rules included and a selection can be made to balance the game. 


Having a rather indiscriminate liking for WWI games, I certainly liked this 
one. Besides that it is simple with rather clear rules and it is short. Two 
games can be easily played in one evening. 

On the other hand, I found it somewhat lacking in realism, especially in the 
first turns, in which it can happen that all German units on the board have 
been eliminated and the British are just advancing. Furthermore, the exchan- 
ges make low odds attacks on some table feasible, only because that side has 
a few units more. 

I would like very much to see a game on this subject using rules on step re- 
duction and strategic movement and maybe even on a lower scale (with more 
units), but that would certainly detract from the playability this game has 
now as it stands. 

I don't think it is a game for everyone, but considering the low price you 
might give it a try. 

CAMBRAI 1917: NOTES 

The game is available from Lou Zocchi, $5, and from me for DM/SFe 13.50, 
43.45, SKr 22.80; the already mentioned rumours about Rand going out of busi- 


ness make it uncertain whether it still is available from Rand - and how long 
it will be available at all. Delivery problems may arise therefore too, 


Richard Berg (in "The Kommandeur" 9/3,6; Fall 74): "This is the best item 
Rand has offered so far. It is exactly what they have set cut to do ~ simple, 


quick, and relatively interesting." "Very good rules for simulating helpless~ 
ness of British armour without unfantry support." "A game of opportunities, 
well done all around." Cf alsa: "S&T" 48,44; Feb 75). 


George Phillies (in "The American Wargamer" I1/5,7): "I managed to read the 
rules, carefully, in about 15 minutes.” 

Don Turnbull (in “Albion” 50,45; Jan 75), who didn't play it: it "is appa- 
rently the most difficult game in the series to date, by which I mean that 

it presents the mast difficult problems to the players. It also has a number 
of logpholes in the rules which add to the difficulty. On the whole, Al Nofi 
can recommend it." He doesn't make “any overal recommendation one way or the 
other", since “it seems as if we have something of a mixed blessing here", 
there’ meaning the Rand games (cf also "Albion" 49,30). 

John Mansfield (in "Signal" 71,6; Dec 74): "This is Rand's latest game, and 
one of the most difficult, yet most rewarding to play." "A neat recreation 

of the original action in game form. Now all of this is not to say that there 
is nothing wrong with 'Cambrai'. There are a number of problems, mostly stem- 
ming from some confusing rules and charts", "and there a(re) a number of very 
annoying typos", "but on the whole, it is a good game, and this reviewer 
would recommend it highly." 

Jack Greene discussed it in "Europa" 6-8,77, cf there ("their most balanced 
game to date"; "short, fast and exciting", Yexcellent"). 


Sandy Eisen wrote (in a long, very appreciated letter out of which I shail 
quote in this and probably some further issues of £): "Cambrai is one of the 
most attractive games of Rand, physically. Unfortunately it plays badly. All 
the games I have played have ended with the Germans holding the Cambrai Cor- 
ner of the map (by virtue of their secure mapedge flanks) with no hope of an 
effective counterattack. 

The tank battalions are dealt with simply and well, but I feel that the ef- 
fects of trenches are grossly underestimated.” 


LITTLE BIG HORN (TSR (by Harti Ammann, Switzerland) 


TSR (Tactical Studies Rules) hasn't brought out a bicentennial game but a cen- 
tenial one instead: On the 25th of June 1976 a hundred years have passed sin- 
ce "Long Hair" Custer and a part of his 7th Cavalry Regiment were wiped out 

by a combined force of various Indian tribes. This battle at the Little Big 
Horn River is probably the most famous of the Indian Wars. 

The following is less a review than a description of the game, followed by 
some first impressions I got when playing the game solo. 


The game comes packed in a box. The map consists of two sheets of plasticized 
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paper, each 72x58 cm (ca 284x23")(brown, green, blue on white). The two sheets 
are joint by the short edges when setting up the game, which gives you a play- 
ing area almost 1.5 m long! The map while not a masterpiece of art, is well 
done and easy to read. TEC and CRT are printed right on the map which facili-~ 
ates play immensely. The rules come in form of a booklet of which (16 pages) 
of which the actual rules take up only five pages - the rest is a historical 
comment on the battle. The rules are not quite clear in some places and re- 
quire interpretation by the players. This isn't grave, however, it is ennoy- 
ing rather. There are 280 counters of which the larger part are replacement 
counters used ta represent losses in battle. Counters are of good quality, 

but they are only printed on one side ~ I will come to this later on. 
Altogether, the quality of the game components is good. 


Te ee 


The game is easy to play, the system being basically NAW (Napoleon at Water- 
loo) with some modifications. Most important of these is the inclusion of 
leader units. Each Indian tribe has it's own chiefs, and they aren't able to 
attack, unless one of their chiefs is with them. There are also two special 
chiefs - Crazy Horse and Gall - who are the.only ones who enable the Indians 
of different tribes to make a combined attack. It is therefore necessary to 
use them intelligently, so that attacks at maximum odds are possible, (Stack- 
ing limit is 18 strength points per hex). Sitting Bull is also included in 
the game, but since he wasn't a war chief he may not take part in combat - 
the US get VPs for eliminating him though. 

The cavalry is organized into troops (= companies). Different troops cannot 
attack unless their troop commander is with them, and different troops cannot 
combine for an attack unless a battalion commander or Custer is with them. 
Leaders can be killed by stray bullets. 

The US player is subject to supply. He transports a pack train with him, and 
to be in supply he has to be able to trace a line of 24 hexes to that train. 
Units out of supply can fight four more rounds of combat and are reduced to 

a CF of zero after that. It is therefore vitally important for the US player 
to, protect has pack train. 

Both sides can fight either mounted or dismounted, the advantages depending 
on the terrain one fights in. Disimounted units are flipped over to show their 
status. Now, as I've mentioned before, the reverse sides of the counters are 
not printed, making combat with dismounted units a tiresome affair. Of course 
it would be possible to write the necessary information on the back of the 
counters or to use Risk counters or something like that, however, I thank it 
wouldn't be too much to ask for counters printed on both sides when one pays 
$10 for a game... 


The object of the game is to make more VPs (Victory Points) than the oppo- 
nent. This is done by eliminating enemy strength points and leaders (both 
players); entering and destroying the Indian camps, driving away horse herds 
or forcing the Indians to withdraw (US); capture the pack train (Indians). 
There are three levels of victory: tactical, strategic, and historical. A 
strategic victory is not a higher level of victory as in other games, but 

a different type. For example: capturing a horse herd gives the US player 1 
VP at the tactical level, but 3 VPs at the strategic level. Thus it is possi- 
ble to lose the battle but gain a strategic victory. 


The following is an impression I gained by playing the game a few times solo, 
only; the conclusions should be taken with care: - : 


The Indian player has to set up his forces inside seven camps. Outside of 

the camps he has ten horse herds and three scout units. After setting up, he 
may not move his units until the US player moves within a certain number of 
hexes of his camps or horse herds, or is sighted by one of the scout units. 
This scout unit has to run back to the camps and alert the Indians there be- 
fore they may move off. This means that the cavairy can more or less surpri- 
se the Indians. Now, the Indians have the advantages of numbers and speed. 
The US player therefore cannot afford to make a stand or he will be annihila- 
ted to the last man. In order to win, he has to dash in and race off with sa- 
me or even all of the horse herds. This should give him at least a strategic 
victory. 
Ta win all three types of victory is very difficult. This necessity for the 
US player to hit and run or lose the game seems to me the basic weakness of 
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the game. If the US player wants to win, he will have to avoid combat, unless 
he is sure of not being surrounded. This could be very interesting, both si- 
des manoeuvering for position, one side trying to get around the flanks of 
the other - but I am afraid that in most cases it will be a race to the map- 
edge; obviously not very promising. ' 

Qn the other hand, if he does elect to stand and fight, he will soon find 
himself surrounded by masses of Indians with no hope of breaking out. The 
rest then is more or less just rolling the die and seeing how much losses the 
Indians must take before the cavalry is out; also not very promising. 


To sum up: this is the first of only three existing games on the Indian wars, 
so fans of that period might be interested in it. Physical components of the 
game are good. The game is easy to learn and to play. A first glance doesn't 
seem to reveal an extremely exciting game, however, because I didn't play it 
extensively, this last statement should be taken with care. Price is $10 
which I. thank is a bit. stiff. 


LITTLE BIG HORN: NOTES and SOME NOTES ON PRICES 


Available from TSR, $10, or from me for SFr/DM 25.-, 46.20, SkKr 43.- May I 
add a word on prices? I feel that we should be aware that only one company, 
SPI, is able to publish high quality (1 am speaking of physical quality, on- 
ly) games for a low price, due to the huge amount of games they produce and 
the big percentage of the market they control (e.g. by S&T also). AH would 

be in the position to do the same, but they prefer to offer less games of 
higher (physical - and maybe also other) quality. Medium sized companies, li- 
ke GDW, TSR have no possibility to compete with SPI's prices, if they want 
survive (which would, I feel, be in our interest too). Some other companies 
have tried to produce cheaper or medium-expensive games (f5~8), but they 
nevertheless seam not to be very successfull with this method - and others 
are even much more expensive (%12-15 and more). From far away, none of these 
not named companies seems to be very successfull, commercially. And several 
had to give up sooner or later by lack of support from the hobby community - 
without enough money coming in you, can't hold your position against the mam- 
moth companies... 

I would consider - at a guess - the following prices for reasonable (as far 
as smaller companies, i.e. not SPI, are concerned): $1-3 'do-it-yourself-kits', 
23-34 for a small game (unmounted counters eventually acceptable}, 47-5 

for a normal game (uncoloured map acceptable; counters should be mounted, 
die-cut; minor quality in the one or ather physical aspect - but not in se- 
veral - acceptable), $6-8 (physically well done games; limited, say up to 
2507, amount of counters), $10-12 (boxed game, normally; physically impeccab- 
le; extra-charts/playing-eids included). 

One condition should be fulfilled by all games - whether they cost 43 or #12 
or even more: they must be good simulations (i.e: well playtested, well re- 
searched, well written, gapless rules, well simulating the tactics/strategies/ 
history of the subject, well balanced and playable, if possible with some 
innovations in game-mechanics and design). 

Cf also the notes in "moves" 30 (Jan 77) about Professional/Semiprofessional/ 
Amateur Games ~ if there is some space left, I perhaps shall comment on this 
editorial later in this issue. 


Back to "Little Big Horn": two other Indian games got published in the mean- 
time, too: "Custer's Last Stand" (Battleline), and "7th Cavalry” (Attack); 
on both more later. (All three games are available from me.) 


Herb Barents (in "Midwest Gaming Review" 19,6; Aug. 76) compares the three In- 
dian games with each other; he states that "the TSR game is a very pro Cus- 
ter" game, whereas the Battleline game shows that "Custer was more in pple are 
Of the three games, he ranks "'Battleline first, TSR a very close second (Bat- 
tleline's is a cleaner system) and '7th Cavalry' a long off third"; "Little 
Big Horn" is "a very good looking game and a good prOguet”.. 

Richard Berg describes it in "S&T" 57,39 and reviews it in "moves" 28,31 (Sep 
76): About "Custer's Last Stand" and "Little Big Horn" as well: "There seems ~ 
to be a. lot of effort expended in making the situation gameable, but the re~ 
sult is only partially successful.""Both have excellent OB work. However, the 
games just do not hang together well enough to justify the design. Play is 
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somewhat predictable and there's not much that either side can do -to change 
it. Both games, by the way, are fairly well balanced and both contain several 
scenarios. But they will appeal mostly to collectors and afficionados of the 
period." (Richard didn't like "7th Cavalry" much: "The aim here is simplicity, 
the  tesult 2S simplastic.™) 

Don Lowry (in “Campaign” 75,25; Oct76) extensively describes the game and 
also compares it with "Custer's Last Stand". Concerning “Little Big Horn" he 
especially points out: "There is an excellent f-page historical account by 
John Lundstrom, which gives the best and most logical reconstruction of the 
motives and actions on that fatefull field I've ever read." His summary: "LBH 
is on a more detailed and tactical level than CLS, with platoon instead of 
troops and a map.to match. The inclusion in CLS af Terry's and Gibbon's for- 
ces is a plus in that game's gavor. Lundstrom's excellent historical account 
is worth at Least half of LEH's £10 price.” 


FIELD MARSHAL (Jedko) (by Walter Luc Haas, Switzerland) 


Another interesting game of the Australian company who published "War at Sea" 
(cf £ 12/13,41.44) (2nd edition now by AH), "Russian Campaign” (cf E 14,30.58. 


60 and also in this issue)(2nd edition now by AH), “African Campaign" (cf E 
3,29)(2nd edition probably by TSR soon). 
"FSeid Marshal" ~ like AHts "Kriegspiel", “Tactics II", "Blitzkrieg" » de- 


picts a hypothetical war in a hypothetical landscape between hypothetical 
nations using WWII technolagy. Though it is definitely related with these 
three games and could be called a "Son of Blitzkrieg" (Glenn I Simpson in 
"The Kommandeur" 11/5,3 and repeated by John Mansfield in "Signal" 109,2); 
and though it obviously was planned as a game “better than ‘Tactics II! and 
'Kriegspiel', but not as elaborate - possibly more interesting - than ‘Blitz- 
krieg'" (John Edwards), it differs enough from these and other games to make 
it a real game and not just a variant: it plays differently, poses different 
problems, and also includes (a few only: it's a relatively simple game, ru- 
leswise) innovations. Or: it fulfills the prime criteria which make a game 
worth to be designed, published, sold - and aventually bought. Which, unfor- 
tunately, can't be said of all the serial games, variants, variations on the 
market nowadays... (By the way: more than 600 wargames got published up to 
now - and more than 300 are still available - cf Jeff Pimper's "Box W-23" 
catalog - but how many of these have been of any real value?) 

Hypothetical (and also futuristical) games are a dangerous thing: ‘everybody' 
can design such a game - no research is needed, no historical accuracy can 

be checked, countermix and map are totally up to the designer's whims, no 
special 'contemporary' tactics and strategies have to get simulated - but 
‘nobody! will/shauld buy such a game just and only because it is on the mar- 
ket: especially such a game needs some special efforts of the designer to 
make it worthwhile for somebody else to spend money and time to buy and then 
even ta play it. 

I feel that "Field Marshal" = still considering that it is a relatively simp- 
le (but by no means simplistic) game - is worth to get bought and played, and 
I'll try to explain you why: 


Physically all game-components are of good (with exception of the box which 
too easily gets damaged even high) quality ~- but far from being exciting or 
in any way inveigling into aesthetical admiration. You will rather run 
through one déja-vu-effect after the other, if you look at the game compo- 
nents: early Avalon-Hill-style, no doubt. Shudder. 

The game comes boxed (305x24x3g¢em, black on yellow...), and I only can agree 
with Glenn I Simpson who wrote: "The base art, unfortunately, is another 
dreadful Jedko pastiche", “including a large photo of Field Marshal Sir Tho- 
mas Blamey, the Australian Army C-in-C during the Second World Misunderstan- 
ding. Just what he has to do with this improbable brawl between G&rossblau 
und Redmark is not clear, but I guess when you're a little country which on- 
ly ever had one Field Marshal, you've got to flaunt him whenever you cani" 
But - would you ever have got aware of Sir Thomas if not so? 

The nearly 200 counters are babyblue amd pink (well, some are black, too) - 
and nobody watching you moving around these so peacefully coloured counters 
will ever assume that they represent deadly weapons and frightful troops, 
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such as infantry, parachutes, cavalry, ane fortification troops, marines, 
armgur, armoured infantry, assault guns, army HQs, political leaders, and 
even you, as one of the two Field Marshals... 

The map (59x46cm) is mounted, hexgridded, white for clear terrain and green, 
blue, yellow, black for the terrain features. The twa main countries, Red- 
mark and Blaustadt, are Separated by a (Dennis) Brackman River - the Lake 
Pinsky-effect once again. There also is a minor country, the Black Republic, 
as well as other rivers named after Australian and US wargamers: the (John) 
Edwards River, the Holm, Holden, Starr river - and there even is a {Don) 
Greenwood unit (a blue 7-6 Panzerdivision)... "At first sight a rather juve- 
nile and naive game, albeit with first class game components" (Simpson)? I, 
for one, wouldn't judge like this ~ ain't it nostalgically reminding the ti- 
me, where everybody in the hobby knew everybody else, and ain't it a nice 
idea to set-up a kind of monument for yourself and your friends ~ if even 
only on a game-map? 

A die is included, a red and a blue Order of Appearance Card, and a eg of 
ca 30 Situation Cane (more about these later). 

. An eight page rules booklet, printed, with diagrams, CRT on the lest page 
for easy reference. 

And, of course, an Errata Sheet -— but this one published some peaks after the 
first. release of the game, for a change. And as a reply to my questions. 


The geme-mechanics are relatively simple, easy to learn and understand - 
well suited to introduce novices, but then the play can be demanding enough 
to be fun for the experts too - with one limitation, however, you must play 
it for fun, as a real beer-and-pretzel game, and not with the grim determina- 
tion to win at any price. 

The situation: Blue and Red are in war, Black is still neutral; you are the 
Field Marshal, represented by a unit on the board, but you only have control 
on a part (three quarters) of your army and additionally are depending on 
your leader (represented by situation cards): "The Field Marshal has to do 
the best he can in circumstances he cannot always control." 

One of your four armies (but, as per Errata Sheet, not the lst Army, which 
is very strong and needed) will not be set-up in the beginning; which one is 
decided by lot. This army is considered to fight in another area, off board, 
in the so called ‘Southern Command' - and it can happen during play that you 
have to send additional troops to help them - or that you get reinforcements 
(or even the whole army) from the Southern Command. 

Set-up is done with a kind of semi-limited intelligence: units are set up 
upside-down, the HQ af each of the three remaining armies in a home town, 
the other units of esath army in the adjacent six hexes; fortification units, 
reserves and Guards are used to protect the Capital, the potential invasion 
beaches, the four bridges over the border-river. 

Only after set-up you will find out (die roll) who will move first; this 
first move, however, allows only mechanised movement and eventual bat eles 
caused by this movement ~ and battles are not very likely in this first 
turn, since mechanized units have to stop on river hexes, and the bridges 
are probably well defended. 

Normal sequence of play consists of: entry of reinforcements (and later re- 
placements also) - movement = fight - mechanised movement (but only those 
units not being on rivers) ~ fight. (* and not adjacent to enemy units) 

ZOCs are rigid (stop; mandatory fight); stacking is restricted (three units 


of the same army, plus - up to a total of five units - arty, HQ, Field Mar- 
shal; or: only two units if one of them is a Reserve or Guard unit, which, 
however, may stack with any other unit) - this stacking limitation already 
causes interesting strategical and tactical problems, especially if used 

with the (Tournament only) supply rule: a unit is-unsupplied if not within 

8 hexes of its own Army HQ or capital city; unsupplied units have their MF 
and CF halved. Exploiting mechanised units risk to get aut of supply - defen- 
se and attack stacks must be well considered - cooperation of two adjacent 
armies is not without problems... 


“There, unfortunately, we shall meet the only real physical drawback of the 
game: it is mandatory that you always know and take into account where from 
each unit gets its supply. It's true, the units show the number of the army 
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a given army with a special colour, e.g. the lst Panzer Army with red in the 
upper xight corner of the counter, the 2nd with blue in the upper left cor- 
ner, ete. So it is always easy ta recognize who belongs to whom. 

Rod bonus (4xMP) allows for fast strategical movement; and, in the Tourna~ 
ment Game (the Basic Game isn't really exciting) Airstrike markers (influen- 
cing combat or movement), Parachute Units, Marines to be used in invasians 
cause additional defensive problems. 

The Field Marshal adds te the defensive or attack strength of any battle in 
which a unit within a two hex radius of the Field Marshal is involved. 

Some of the combat results are of interest: the attacker retreats all re- 
treating units - if his own units are concerned: 1 or 2 hexes, those of the 
defender: 2 hexes; Dl and Al means that one unit (owner's choice) is elimina- 
ted and the other units have to retreat; in an exchange only ene unit gets 
lost, and the defender is retreated two hexes by the attacker. 


Then, there are the Situation Cards. First, if you don't like them, why not 
just put them aside and play without them and have a 'serious' wargame. Then, 
if you use them, they certainly will often mix-up your well planed strate- 
gies: fuel shortage will allow only half movement this turn - no replace- 
ment this turn (all needed in the Southern Command) - worse, you even have 

to send some units South + enemy air superiority: no road bonus this turn — 
etc, but elso: you get some (or even all) units from your southern army — 

you are allowed to make an invasion - you get airstrike markers - paratroops - 
Guard units (which are very strong) - or even: Black immediately declares 
war on your enemy... 

These situationsadd to 'realism', they are fun, exciting, they may help you 
out of a seemingly hopeless situation - and they may throw you in deep des~ 
peration, but they are frustrating for the well-organized wargamer, mixing 

up all his fine and clever plans, they are nothing for the grim warrior who- 
se only satisfaction comes from defeating his ‘enemy’. 

But for us others, the not so serious Hallelujah-gamers, who, for once, 

would like just to play a game and to try to make the ,best out of the stran- 
ge situations which might occur, these Situation Cards are a great idea. 


"While this heavy dependence on chance is novel and sometimes exciting, at 
also means that the game depends very largely on luck. Perhaps this is a re- 
flection of the way wars are actually fought, but it does make the game very 


unsatisfactory on some occasions.” (Glenn I Simpson) Urt “An excellent adea~ 
overdone. (...) The problem is too many cards. Once or twice might be fine 
but they seem to come more often. Hence LUCK raises its head - Sorry." (John 


Mansfield). 

John - why not use fewer cards; or, roll a die, and take a card only when 
you rolled a 6. Glenn - put the cards away, replace them with rules or die 
rolls. And: this ‘luck' is predictable ~- you know that Bleck can suddenly 

be your enemy - you know that you might run cut of fuel - you know that your 
opponent might invade your beaches - there is an easy solution to this: be 
prepared... These possibilities, of course, change the style of the game: 
instead of just running forward, fighting, eliminating, exploiting ~- you ha- 
ve to play it more carefully, have to build up reserves in your hinterland, 
have to keep in mind that a lot of things can go. wrong — and thet then 
still you should be able to fight aon. 

Of course, there are series of bad chances - like in diesroliings But; Tor 
an exception, you even then can proof, certainly, that, considering this, 

in fact, morally, you are the real winner, even if you should have lost the 
game. Isn't that nice too, for a change? 


1 agree with Larry A Dunning (in "Tau Ceti" 12,93: "Field Marshall is a ve- 
ry good game and not one to miss." There are interesting problems to solve, 
a lot of what-ifs to be considered, and you might have to deal with fast- 
changing situations. Very well suited for sola play; also for novice versus 
expert (who then should command Red): the novice has a real chance to win 
too (especially, if you grant him the Black army if things go wrong). 


Available from Jedko, Aus-%94 (& postage); from me: SFr/DM 33.-, ¥84, SkKr 53 
{mailed Nev; arrival-time unknown; February, I hope) 
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LANKHMAR (TSR (by Walter Luc Haas, Switzerland) 


In the . date 1930's Harry O Fischer designed a game inspired by Fritz Leiber's 
fantasy~world of Nehwon, a game, which up to now only they and their friends 
could enjoy to play. Ur, as the notes in the rules booklet explain: "Harry 
Fisher was a prime force in development of the world of Nehwon, Fafhrd and 
the Gray Mouser, et al. Harry conceived the basis for the game also, and he 
and Fritz developed it into an exciting contest, quite chess-like in its mo- 
vement and combat systems - in fact, the original playing board was squared 
off rather than gridded with hexagons. The result was a spectacular game with 
a gigantic board, raised terrain features,and impressive pietes with weapons 
bristling forth; and various newspapers printed pictures of the game and wro- 
te about it over the years. In corresponding with Fritz Leiber the subject 

of the game was brought up, and soon a three-way discussion of its possible 
appeal mow was underway between Fritz and Harry and Gary Gygax. The end re- 
sult is the game you have before you." 
"Unfortunately there was no way ‘Lankhmar! could be produced in the form that 
-Harry did it in originally, not unless the game could be sold for fifty or a 
hundred dollars!" Changes were, by other reasons also, necessary, but “after 
a long period of developmental work, Fritz and Harry gave their approval to 
this version of the game. The original ‘Game of Lankhmar’ is still herein, 
but in a format which enables thousands ta now enjoy playing the game which 
was formerly limited to just a few!" 


The game comes boxed (28x23x3¢cem, "Dungeon!"~box size), contains a (normal, 
1-6) die, a large (70x54cm), colourful map on plesticized paper (blue, yel- 
low, two kinds of green and of brown), a printed rules booklet (12 pages), 

a yellow card with ‘Reward! counters, a red one with *Geas' counters (both 
on thin cardboard, pre-cut), and two countersheets with thick, handy, die- 
cut counters of a remarkably high quality. One counter sheet contains the 
140 weapons: circular (1,2cm), black on white, depicting axes, swords, spears, 
arrows and bows; the other sheet contains: 15 horse and 8 camel counters, 
circular they alss, white on black; 6 ractangulaire, brown counters for lar- 
ge boats, seven squaye counters for small boats, and then the square coun- 
ters depicting the warriors, the heroes and their special weapons, i.e.: 

4 red Northern Mercenaries, 4 blue Quarmalls, and (8 warriors, 1 hero, 1 
special weapon) gray Lankhmars, olive-green Kvarchnars, yellow Mingols, pur- 
ple (violet?) King of Kings with their heroes Pulgh, Movarl, Fafhrd, Mouser. 


Ideally a four players game (each player representing one of the major pow- 
ers of Nemwon: Lankhmar, Kvarchnar, Mingol, King of Kings), it also can be 
played by two or three players, and even solitaire (but this would not be as 
much fun). 

The object of the game is to occupy all of your opponent's Citadels before he 
(or they) occupies/occupy your own Citadel(s). 

Player interaction, diplomacy, may take an important part in the game: play- 
ers can “wheel and deal, promise, plead and cajole with each other" and "no 
agreements need necessarily be binding". 


The only physical drawback of this otherwise physically so outstanding game 
is that no playing-aid charts are given; the combet tables area printed on 
the last page of the rules booklet and may be easily checked there (three 
different tables: hsroes vs warriors, warriors vs heroes, and equals vs 
equals (i.e. heroes or warriors against the same type); each CRT differentia- 
ting between type of weapon used and range.) 

But all other things you have to look up samewhere in the rules booklet, li- 
ke movement costs, terrain effects, MP-costs for several occasions (entering 
a boat, mounting a beast, changing/retrieving/picking up a weapon, engaging 
in offensive combat), special abilities of heroes; turn record track would 
be useful too, since there are some actions to be performed after a given 
amount of turns has passed. Of course, it will be easy to make up such a 
chart — but why couldn't it be delivered with the game? 


Each of the four parties begins the game with the same amount of warriors 
(i.e. 8), a hero, his special weapon - and some beasts (camels or haxses), 
maybe a few boats, and a (different) mix of weapons. 
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No man (hero, warrior) can stack with another, but a man can carry up to three 
weapons, a beast can carry a man (with his weapons), a small boat can carry 
one man (plus weapons), a large boat two men (with weapons) or a beast and a 
man. 

The first task is now te assign weapons to each of your man: the circular 
weapon counters get stacked, and in an eventual combat you have to use first 
the weapon on top of the stack: it is possible to change the weapons (i.e. 
their order in the stack) during the movement portion of a turn - by paying 
additional MPs - but when defending you have to fight with the weapon the 
unit has on top... since the weapons have different ranges (varying from ad- 
jacent to 3 hexes) and abilities, this problem needs some careful considera- 
tion, especially also since some weapons can't be used against an adjacent 
enemy, some not in forrests or mountains... (If you want, you can introduce 

a kind of ‘limited intelligence’ in putting the weapon's stack beyond the 
unit's counter, so that 'nobody' knows which kind of weapon is on top). 

Set up of men is within the appropriate Citadel, beasts and boats in the sur- 
rounding area mainly. 
The sequence of play consists in 1) drawing a Geas card (at the game start 
and then in each fifth turn thereafter), 2) moving, 3) drawing a Reward card, 
if applicable, 4) conducting combat. 


"Geases represent the chores, tasks, and whims of mighty wizards (such as 
Sheelba and Ningauble)", "play a large part in the game", and "add great un- 
predictability to movement and events" - they are sometimes "as bothersome 
ag the plottings of the other players". In fact - they very often mix up 
your plans - but, of course, those of your opponents as well. The task given 
on the Geas card has to be fulfilled as soon as possible, Geases have first 
priority, and a warrior or preferrably a hero has to be assigned to solve 
the given problem - which, unfortunately hinders him to go an to do what he 
just wanted ta do. Such Geases mainly consist in going to one or two diffe- 
rent places (like: "Travel to the Eastern horizon to observe a sunrise", or 
"Go ta the Great Forest and bring back an acorn for Shelba"). These Geases 
are read secretly and placed faced down until fulfilled. 

Once fulfilled, a Reward card is drawn - but they can "sometimes be as capri- 
cious as Geases". Indeed, you can get additional warriors from the neutral 
Quarmall or Northern Mercenaries as also less profitable things - but, at 
least, they are optional and can be ignored. 

There are enough empty Geas and Reward cards, so that you can make up your 
own cards, if you want. 


Movement is like in all other games, but the MPs assigned allow to change 
place rather fast. Each hero has special movement abilities (like: Gray Mou- 
ser can swim, Movarl can move through Desert spaces at normal movement rate), 
and all Kvarch Nar can move through forest as on clear terrain. 

Boats should be beached - if unoccupied and unbeached they will drift (accor- 
ding to a kind of scatter diagram and a die-roll); something similar occurs 
to beasts: if unmounted they will ‘graze’ and wander away (but there often 
are spaces where you can leave your beast and where it only has a 1:6 chan- 
ce, ise. only one suitable hexside, to go away). This drifting boats and 
wandering beasts are not only an innovative idea, they also add to the fun 
of playing the game (or, vice versa ~ like the Geases they add to unpredic- 
tability and will not be liked by those players who wish to preplan all mo- 
ves and to develop big, mathematical strategies). 


Combat is of two sorts - offensive and defensive. Each unit may attack once, 
a hero twice per turn, but a unit may be attacked several times per turn, 

If a unit survives, it can fight back (and optional rules allow for more 
complex combat methods, taking weapon superiority, range into account and 
allowing also for simultaneous combat). 

One of the innovative and interesting features of the combat system is, that 
you actually throw your arrow or spear: they land in the appropriate hex and 
there they remain, if not picked up later... After a few turns, you may have 
weapons of all sorts lying arownd, as well as drifting boats and wandering 
beasts... The idea is great - on the other hand, mechanically it may someti- 
mes be cumbersome ta move your unit (with its weapons stacked) into a hex 
where already a stack of unretrieved weapons is stacked; this might make up 
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for rather large stacks. But, this probably will not occur too often, and the 
system allows to use different weapons and also to find new, additional wea- 
pons if needed. Very interesting. 

If the defender survived your attack and has no weapon suited (by range) te 
fight back, then there simply isn't defensive cambat of this unit. 

Heroes have special abilities: other then a normal warrior two hits are need- 
ed to kill him; ane hit, killing warriors, only wound him (and according to 
optional rules he can be healed). He also has special individual weapons 
which, if used by him, add to the die-roll (if used by somebody else, you 
have to substract from the die-roll). 
Citadels are a kind of fortresses with special defensive effects. 

Other than in other games, it seems to me (well, efter only a little bit of 
solitaire play), that it isn't wise to fight too often: you only have a limi- 
ted. amount of a very few units - and the CRT is rather bloody. I suppose you 
will need special tactics and you will also have to find out when you should 
fi.jhtend when you better try to be peaceful. Combat is voluntary, there are 
no ZOCs, you may even pass through an occupied hex - if the opponent gives 
you permission to do soa... 

As written in the "Tips on Play" part of the rules: "It is difficult to have 
a ‘game plan' for this game because it is often quite unpredictable and fast~ 
changing. However, depending upon the situation there are definitely times to 
be cautious, coy, cooperative, aggressive, or bold." And: "There is no secret 
to success in the game of 'Lankhmar' - however, a player who knows how to be 
aggressive at the right times (but not ell the time) should do well." 


oe au as is available from TSR, $10, or from me for SFr/DM 25.-, 46.20, 
Skr 43.-)) 
(("Panzerfaust/Campaign" 76,33: “If you are a Fritz Leiber fan you will defi- 
mitely want this game. Most fantasy game buffs would probably like it, if 

they don't mind its simple, abstract mechanics. Lovers of multi-player, cut- 
throat games like 'Diplomacy', 'Kingmaker', etc would also like it. Fantasy 
gamers who prefer ultra-complex, free-form games like 'D&D' and ‘Petal Throne’ 
could make good use of the map and the counters to serve in their own fantasy 
campaigns." (Don Lowry).- And Steve Jackson in "Owl & Weasel" 18,5 feels, 

that it "is more a wargame than a Fantasy game. It is fairly fast moving, and 
the optionel rules for advanced play add something to the game, but personal-. 
ly, I would have liked to have seen more Magic in it.")) 


D&D REVISION PLANS (by Gary Gygax, USA) 


We are working on a D&D revision as follows: 

1) All material in booklet form and magazine articles will be included. 

2) The entire package will consist of a beginner's guide, a player's handbook, 
a large referee's manual and one supplement - a revised and expanded “Gods, 
Demi-Gods, and Heroes". 

3) The revision will use only one combat system and will go into greater de- 
tail in explanatory and technical areas. 

4) The format will be 8%x1l"! 

5) There will be no additional formal material. 

6) The entire package will be available boxed, with dice included. 


I expect to have the beginner's guide ready for release near spring. The re- 
vised supplement should be released a few months thereafter. The other two 
books will probably be released in: late autumn. 


((wlh. And as a reply to my report that some British Dippy zines complained 
about too many D&D supplements: "As you know, we said we would stop doing 

D&D supplements. Evidently the players here are different than those in Euro- 
pe for we constantly get requests for more.")) 


((D&D-supplements, by the way: available from TSR, 35, from me, SFr/DM 12.50, 
¥3, SKr 21.90.- After "Greyhawk", "Blackmoor", we had "Eldritch Wizardry" 
(Men & Magic, Monsters & Treasure, Encounter Matrices), "Gods, Demi-Gods & 
Heroes (Gods from several mythologies).~ "Swords & Spelis" (rules for large 
scale miniatures battles based on D&D) is not actually a supplement, but can 
be used with D&D.- For some more details: cf "Cheesehole News" column, and 
Europa-Hobbies—Catalogue. ) ) 
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MODERN BATTLES QUAD (SPI (by Gunnar Redmalm, Sweden) 


This is definitely not a beginner's game. It is rather more complicated than 
for example "Blue & Grey" and "Napoleon at War". The rules are simple, but 
there are several variables involved in planning the moves and battles, and 
successful play requires a clear head and at least some prior wargaming ex~ 
perience, 


The physical components are appealing, with colorful counters and mapsheets 
(the map of the rough Golan heights of course being an exception). There 
seems to be a 3-5-8 unit missing on the Syrian countersheet, but as there 

are some blank counters, you can easily make a substitute. The rules are un- 
usually clear and complete - let's hope that SPI will keep it that way. A 
drawback, hawever, is the absence of turn-reinforcement-charts, which really 
would be of great help. You will find it worthwhile to make such charts your= 
self, along with tracks for ground support-points where such are needed. 


The basic system is simple NAW-style with rigid ZOfs, the major difference 
being multiple hex-retreat, multiple hex-advance after combat, defensive ar- 
ty fire at long range and differential CRT. Actually, there are two CRTs, re- 
presenting different tactical doctrines which the players may choose under 
certain restrictions. This is, I think, a very good idea which probably could 
be used in more games. 

Air power is represented by abstract ground suppart points which may be used 
both offensively and defensively. The Egyptian and Syrian ground forces have 

- anti-aircraft missiles - SAM-units - which may fire at intervening Israeli 
ground suuport points. However, SAM-fire has no influence at all on the batt- 
les, they only give victory points to their owner. Thus, SAM-fire becomes a 
sort of blackmail: "O.K., you may win this battle with your aircraft, but 
then I may win the war with my SAMs." In the game this system seems to work, 
but I don't think it is fully satisfactory. I have a feeling that those ab- 
stract airplanes should lose at least something, 

The units mostly are battalions or brigades and the time-equivalent for ane 
game-turn is about twelve hours. Thus, the scale is truly operational, but 
the great mobility of the units and the long range of the artillery give the 
battles a strong ‘tactical feel'. The operations are often very mobile, with 
quickly changing and sometimes obscure front-lines. This requires fast reac- 
tions and precise play. Soviet supply plays a crucial role in "Mukden", but 
otherwise there are no supply rules, although the game-system encourages en- 
circlements rather than direct assaults. 


Speaking of the individual games ("Golan”, "Chinese Farm", "Wiirzburg", "Muk-~ 
den"), I think that they are all rather well balanced, but the armies invol- 
ved have very different advantages and weaknesses. This is one of the things 
that make "Modern Battles" to more than just another operational slugging- 
match. There are basically five different military systems (Egypt-Syria, Is- 
rael, US, Soviet, China), and it is really interesting to watch the clashes 
between these systems. See 

I also think that the picture is realisti enough. You may of course wish to 
add this detail or that, but who wants another disaster like "Combined Arms"? 
And who can be death sure of what would happen in a real battle of Mukden or 
Wurzburg anyway? 
However, I must confess that contemporary warfare is not my strongest period, 
so perhaps I tend to be too uncritical about the realism of this game. If you 
put realism before anything else, or if you are a devoted tank-fan, you may 
find "Mech War 77", for example, more interesting, Still, I for one consider 
"Modern Battles" a remarkable good game, and it has very soon become one of 
my favorites. It is exciting, fast moving, extremely playable and interesting. 
What can you expect more? 


MODERN BATTLES QUAD (SPI) (by Tony Jones, South Africa) 


Their are four games in the folio, each very different in its own way. 


The production is excellent with the rules being very well set out. Each ga- 
me follows the same basic rules with its own separate rules folder giving 
scenarios and special rules for that game. 
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The play is very easy and a lot of skill in play needs to be carried out to 
achieve victories. Some of the scenarios look lop sided at first, but in fact 
dan't usually stay that way long. 

My favorite is "Chinese Farm", the crossing of the Suez Canal by Israeli For- 
ces in the Yom Kippur war of 1973, 

The Israeli here have tos ecure a road all the way to the canai to get its 
bridge building engineers alongside to enable the armour to cross. The Isra~ 
eli to win must eliminate or rush back all Egyptian units on his side of the 
canal or have the Egyptian score 10 points of each one still on the Israeli 
side at the end. He has to get over the canal early or sending an infantry 
unit over to overrun the SAM missile sites which can cause havoc on the air 
points used by the Israelis to help their attacks and defences in combat. 

He must also try and build a bridgehead over the canal not to long into the 
game to stop an Egyptian counter attack from clearing his units from the Egyp- 
tian side of the canal. 

The Israeli player is strong in armour. He must use the bulk of this early 

on to clear the road and to cross roads area and to try and eliminate as ma- 
ny Egyptian units as he can so they can't mount a counterattack of great 
strength once the bridges are built over the canal. 

Once a strong bridgehead is built, the Israelis must rush on and try to exit 
units of the south and west edges during the last couple of turns for extra 
points. 

It is a very Clase game and good Egyptian play can cause an upset in the re- 
sult, and the game is often decided on the last couple of turns. 

This game will wet your appetite for the other games in this set. 


"Golan" - a long drawn out battle, again from the Yom Kippur war. Early Syri- 
an advances (and?)((can't read it)) usually.unless wen in the first 6-8 

turns an easy Israeli victory should ensue though not without a fright in 

the first third of the game. 

“Wurzburg” - several scenarios all very well done depicting a Soviet/American 
battle for this vital industrial area. A very nice map, nice units, and some 
very close games are usually involved in these scenarios. 

"Mukden" - The Chinese/Russian battle in and around this large town, again 
very well done with nice close battles, particulary in the ‘Battle for Asia! 
scenario where the Chinese seem hapelessly outnumbered, but wno fight back 
late &n the game to save a Russian win. unly though if his play up to this 
point has been properly carried out. 


I feel these games are a very nice change from sc many these days, the quali- 
ty is excellent. All four maps are very attractive multi-coloured terrain 
with plenty of terrain and the counters are most pleasing to the eye and with 
no stacking allowed no great piles of units. 

With air power, tanks, artillerym guerillas, gunboats, infantry - all with 
drawings of the main units on the counters. 

Full marks to SPI for doing this package. 


MODERN BATTLES: CHINESE FARM (by Mark Saha, USA) 


I have a few good things and bad things to say about it, but mostly I'm hap- 
py to say good. The only drawbacks are that the Modern Quads are a little 
harder to play solitaire; this is due to the fact that both airstrikes and 
artillery, including defensive artillery fire, are constantly chanying odds 
of attacks, so it's a bit harder to keep track of those things. Also, few 
play aids (VP, Turn Record track) are included. I find that, solitaire at 
least, is much more fun if you either make or borrow physical play aids from 
other games (VP: Grande Armée, Turn Record: Rifle &@ Sable). ((Mark also sug- 
gests "to type out an index card" for turns 1-12, indicating "number of Is- | 
_paeli airstrike points available AND entry hex of Arab units", and to mark 
the various entry points, exiting areas, point values, MP-costs on the acry~ 
lics with which you will cover the map, and to use 'Disrupted' counters to 
indicate 'supressed' SAM units and the number of turns they are supressed. 
Clever ideas!)) 

"Chinese Farm" is excellent as a game, and perhaps the modern equivalent 
to "Chickamauga", in that it is a wild a free-wheeling battle that keeps 
players on their toes throughout. 
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what? Their ‘front line! runs from the north map edge, going south, down per- 
haps half the mapsheet. The southern flank could easily be anchored on the 
Bitter Lake - instead, it is considerably to the east of the lake, and simp- 
ly dangles exticingly in mid-air: 

The Israeli open with a powerful armored strike force to the south of this 
line, along the east bank of Bitter Lake. It can, and does, strike the Arab 
flank and rear of the Arab line, cutting it off from the Suez on the first 
turn! A second major Israeli force strikes from the east, hitting the Arabs 
frontally and pinning them in place for the fatal flanking action. There is 
little the Arabs can do initially, it seems to me, except fall back toward 
Ismailia to the northwest. However, note that the Arabs can cross the Suez 
ONLY at the Ismailia bridge; and it may cross this bridge, either direction, 
Gnliy on and after turn four (presumably this is.some sort of Arab ‘slow re- 
action! or-'hold at all costs! doctrine). 

The Israeli have an engineering unit and bridge which may be placed across 
the Suez in addition to the Ismailia bridge (since the latter is usually dee 
nied to them for some time). Israeli armored and artillery units may cross 
the Suez only at one of these two bridges. The many ather Israeli units may 
cross the Suez anywhere, exactly as if it were a river. The Arabs, all types 
of units, may cross ONLY at the Ismailia bridge: So, the Israelis can usual- 
ly get across (and something's wrong with a player who can't), after which 
things REALLY get wild: 

Reinforcements, for one thing, arrive from everywhere. All Israeli reinforce- 
ments simply come from the NE map edge; but a considerable number are trigge- 
red by placement of the engineer bridge. Arab reinforcements arrive from eve- 
ry direction except straight east: 

This wild melee is made even wilder by the plethora of Israeli ‘victory 
point! objectives. The Israeli get 25 points for Ismailia on the north map 
edge; they get points for units across the Suez; additional points for ex- 
iting the same units on the SE map edge, and most points for exiting these 

on the S edge (which would have taken these units on a complete ‘round trip'* 
around the shores of Bitter Lake!). 

Also, I must say that after a few games of actual play, I find the SAMs and 
Israeli airstrikes notnearly as abstract as I thought {though they are still 
abstract) and great fun to play. Basically, Israeli airstrike points are ‘on 
paper’ and simply added to ground attacks. SAM units are actual units on the 
map, and when they are within range of an airstrike hex the Arab may roll 

the SAM table according to number af intercepting SAM units within range. 

The results of this SAM interception in no way effects the airstrikes (the 
assumption is that the Israeli planes carry out a mission regardless of los- 
ses) but gives the Arab VPs. Thus, the Israeli may prevent this by a) using 
airstrike points against SAM units themselves. This in no way damages the 
SAMs but results in 'supression' for a given number of turns. b}) SAMs can ne~ 
ver be moved nor do they have a defense against ground units. They are simp- 
ly removed from board when an enemy ground unit passes through the hex they 
occupy. Thus, as the game progresses, and the Israeli gain territory, more 
and more SAMS are overrun; less air points are needed for supression, and as 
these air points are thus released for ground support things get better and. 
better for the Israelis. Especially since, with growing Israeli air superia-~ 
rity, more and more air points are available. ; 


Summing up, I must say this is one of the finest little games I have ever 
played. Both the terrain and initial deployment are quite unique; and rein- 
forcements and objectives make for an almost 360° battle wheeling around a 
‘large lake. Will the game stand up to repeated play? I thank so, for quate a 
while at least. It would seem to me that, due to dictated setup and common 
sense, the first few turns may indeed lapse into stereotyped moves and opti- 
mum strategies. After that, the abundance of options for BOTH sides, all 
bets are off: 

The game includes three scenarios, all using the same basic setup and batt- 
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le. Scenario 1 simply omits the SAMs and airstrikes (8 turns) and the Israelis 
need only clear the Arabs from the east bank and. force the Suez. It is relati- 
vely tame and not recommended except for teaching beginners. Scenario 2, des- 
cribed above, is the 'true' historical game (12 turns). The Arabs don't have 
much of a chance, but it's really fun! Scenario 3 postulates an Arab defense 
‘in depth! and probably balances things at the expense.of fun. 

Personally, I would phay only Scenario 2, even if I have to play the underdog 
Arabs. It's easily play balanced; for example, no matter what the final point 
tally, you can rule an Israeli decisive only if at least ane Israeli unit has 
exited the south mapsheet (no easy task). 


((wlh: The above is an abbreviated part of a long MBQ review Mark sent me a 
long time ago which - lack of space - I never could publish. My apologises to 
Mark - and the readers.)) 


CHINESE FARM AND HISTORY (by Mark Saha, USA) 


This particular game is all the more interesting and relevant - in light of 
disclosures by US Admiral Elmo Zumwalt. This battle resulted in the encircle- 
ment of an entire elite Egyptian unit - the Egyptian 3rd Army - which the Is- 
raelis apparently intended to hold hostage as a bargaining counter. The re- 
sult was a major Soviet/US confrontation that has now come to light. 
According to Zumwalt,. §¥rezhnev sent a note to Nixon, saying in no uncertain 
terms that if the conflict was not terminated immediately, and the Egyptian 
3rd Army released, Soviets troops would go into the Sinai and release them. 
Nixon responded to this threat with a worldwide alert of 2.2 million American 
troops. Kissinger told the press at the time that the alert was "precautiona- 
ry" and that "we do not consider ourselves in a confrontation with the Soviet 
Union". He promised to explain the alert within a week and a half, but never 
did. 

Zumwalt says Nixon was forced to explain to Israel that the US Sixth Fleet in 
the Mediterranian was outnumbered by a factor of 3:2. "They had 98 ships com- 
pared with roughly 68 for the United States and were able to use air fields 
in Egypt,:-S%yria, Yugoslavia, and the Soviet Union". Even the Israelis could 
see that these figures entitled Russia to more than a little bold talk, and 
so the cease fire was arranged on the eve of a major Israeli victory. 
"Chinese Farm" clearly shows what the Soviets were so upset about, and why 
they were willing to risk a major confrontation with the US - the first sin- 
ce the 1963 missile crisis ~- to bring this operation to stop. 


WURZBURG (by Mark Saha, USA) 
((wlh. This again is a part of the above mentioned long MBOQ review.)) 


"“Wirzburg", as I suspected, turms out to be the excitement champion of the 
game set. Those who prefer an historical game may like "Chinese Farm" better, 
and those wishing something different definitely should choose "Mukden"; but 
for pure wild mobile action and fun "Wurzburg" is the game to beat. 

Scenario 1, “Adwence to Contact" is a meeting engagement that opens with NO 
units in the maosheet. Soviets enter from the N edge of the mapsheet while 

US units enter from the South. Usually, in a meeting engagement, the challen- 
ge is to balance the dangers of overreaching yourself and suffering destruc- 
tion in detail against letting the enemy seize the objective first, forcing 
you to take the offensive against defensive terrain. However, this game is a 
mere Six turns, so there's no time for such niceties - he who holds Wurzburg, 
or occupies most of its 10 hexes, wins. This is a mere warm-up game, good 

for learning rules. Fast and to the point. 

Scenario 2, "Seige of Wurzburg", is my personal favorite - and what a game, I 
must say! Initially, a small US garrison is in the town (about half a divi- 
sion) while two Saviet divisions advance upon it. A special garrison rule - 
any four counters of a specific type, entrenched in a town hex, shift the 

CRT four columns to the left - assures that this garrison will not be easily 
wiped out. However, the Soviets need not do so ~— they need inly isolate WUrz- 
burg from the S edge of the map to win. 

However, massive US reinforcements arrive, followed by massive Saviet rein- 
forcements, followed by massive US reinforcements - in a game only 8 turns 
long! Again, there's no time for subtlty; the battles are wild and unpredic- 
table. Each time you play this, it really goes haywire. 
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Scenario 3, “Gramschatzer Wald", is probably the best of the scenarios non- 
theless; here, as promised, "hopeless" situation arise as each Side is alter- 
natively outnumbered. Great and wild fun; it's really awful, at solitaire, 
when you feel you are doing a terrible job playing BOTH sides! Again, no time 
for niceties - although at 12 turns, it's the longest scenario. 

Scenario 4, “Main River Line”, is a 10 turn US offensive against Wurzburg, 
after the town has been taken by the Russians. Object is for the US, advan- 
cing from south, to exit N map edge; however, soon as five US units cross 

the Autobahn (around wenter of mapsheet) an entire Soviet armored division 
reinforcement is triggered from N map edge. The result, as usual, is more 
insanity. Should the Soviets deliberately fall back, collect this division, 
and then counterattack? I'm still not sure."Wirzburg"is insane, pure and 
Simple ~ but it sure is fun! 


MBQ - A PHILOSOPHICAL COMMENT (by Mark Saha, USA) 


Let me close with a bit of a philosophical comment: at first, I didn't much 
Care for the abstract nature of a modern battle game using the NAW system. I 
would have much preferred, say, a "Wiirzburg”™ or "Mukden" on a "Moscow Cam- 
paign" scale. That is, a much more realistic game with stacking, armored 
breakthroughs and aftermoves, etc. I still think "Bettle of Germany" would 
be a real classic on "Moscow Campaign" scale, for example. I am unrepentant 
on this point. 

Also, I wonder if perhaps doing modern battles on an abstract system is a 
form of 'no comment', i.e., the system is so abstract it cannot be said to 
'predict' anything, or to "raise false hopes or beliefs" among citiziens/sol- 
diers of the respective countries. It is a way, perhaps, of hiding from the 
criticism that such games can ‘cause’ the wars they postulate. 

However, on the other hand I must say this: here are short, simple games 
that can be set up in minutes and learned in minutes, and yet are often more 
challenging than a "Moscow Campaign" type game where so much time is spent 
in sorting out, setting up, and moving all those pieces. I must admit, "Mo- 
dern Quads" does solve the problem of tedious set-up and rules study that 
used to be a necessity to play a new game that was truly challenging. These 
Quads are set up and learned in minutes; then the play - the real study and 
the real excitement - begins. I suggest you order at least one in folic, and 
see for yourself. I'm also curious to hear other reactions about the concepts 
of the Modern Quads as the whole question remains fascinating to me. 


NOTES: MODERN BATTLES QUAD 


Available from SPI, 412; as Z-Pack, $11; Folio (i.e. each of the four games 
separately), 45. 


Tom Dleson: "I found Ian Straus! comments on the MBQs perceptive. These quad 
games sacrifice too much to achieve standardization, for my taste. Many peop- 
le like them very much, however." 

Mike Patterson: "I think I can safely say that the game doesn't really really 
Pit any of the qualifications that Jan Straus set down for an operational le- 
vel game. The game is just too simple to allow for anything like exhaustion, 
neutralization, etc. (The article was very good, by the way). However, I've 
played three af the four games and found them very enjoyable." 


Cf E 10/11,46; E 12/13,73. 


Reviews in several zines; Game-profile in "moves" 24, self-critical article 
in "moves" 25, Some errate in "maves" 29. 


BLUE AND GREY IT QUAD (SPI) (by Mark Saha, USA) 


SPI's original B&& I generated quite a bit af excitement and Curiosity becau- 
Se, after all, it WAS the first Quadrigame. A sequal seemed natural, but SPI 
seemed to dismiss it as less than exciting, calling it "more Civil War batt- 
les" in SéT, and "all in all, a straightforward development job" in "moves" 
25. But it is much more than that; overall, I find the B&G II set more sophis- 
tacated in the military problems in sets for the players and generally a high- 
er quality of games. At the same time, this higher level or sophistication 
makes B&GIl less satisfactory for beginners. There are no "straightforward" 
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introductory games here here, as B&GI's "Shilo" or "Napoleon at War's" "Maren- 
go". These quads are more like "Chickamauga"; games often without fronts or 
with turned flanks, situations which only an experienced gamer can handle and 
perhaps even appreciate. 


Standard Game Rules remain exactly the same as B&GI. The only difference I 
can detect is that the four new battle titles have been stripped in under the 
four original ones, so the standard rules now apply to all eight battles. Al- 
s0, it should be noted that three of the four new quads use the "Antietam" 
Union command control rule. which limits the Union player to moving only a 
certain number of units per turn. It works even better here than in that pre- 
vious title, but sometimes it also helps if you had a hand counter to keep 
track of units moved. 


"Battle of Wilderness" (Linda Mosca) is the one quad that does NOT use Union 
command control; and, for my money, it is the fastest, most fun, free-whee- 
ling confrontation of the set. I've always been a sucker for a game that pits 
two armies of vastly differing structure/capability against one another, with 
different sets of strengths and weaknesses. "Seeléwe" was such a game; this 
is another. 

If the mapsheet of mostly woods, dotted with trails and a few roads and vil- 
lages has a vague ‘anywhere! appearence to it, check AH's "Chancellorsville" 
board. Wilderness Tavern and the Rapidan fords are on both, and will quickly 
assist you in getting a strategic perspective. However, the time is now May 
5-6, 1864, with the beginnings of a decisive Union. drive through the Wilder- 
ness toward Richmond. . 

The Union's advantage is simple: overwhelming force. Union's disadvantage: 
unfamiliartiy with terrain. Thus, on the first day of this battle, Union 
troops may only enter trail, road, or clear terrain hexes; on the second day, 
they may venture one hex away from these hexes. Union may always move into 
enemy ZOC, even if the hex would otherwise be prohibited to Union movement - 
sa Johnny Reb must bear that constantly in mind, and not inadvertantly make 
terrain available to his opponent by throwing a ZOC into it. 

The Confederates were familiar with the terrain - an advantage so great that 
they can move along: trails at road rate and through woods at trail movement 
rate! It's made abundantly clear on the opening move of the game, as Confede- 
rate forces strike out to forward Union units strung out along a road through 
dense forest. 

Nonetheless, overwhelming Union force makes a Confederate win come hard. And 
very subtle variances in rules interpretation make a LOT of difference. I've 
choosen to follow the rules literally, and affer the following unofficial li- 
teral interpretations: ((cf Linda Mosca's reply to this; balow.)} : 


1) Union movement restrictions 17.2 mean Union units may entera road or trail 
hex ONLY if crossing a road or trail hexSIDE. A clear terrain hex which is 
ANY part woods is a wood hex, and Union units may not enter (until second 
day). This means Union units that‘start at 0719, 0618, 0819 (around Hagers) 
are trapped there and cannot leave until second day - unless anemy unit ap- 
proaches close enough for them ta ATTACK out! Also, units that start at O911 
and 1117 could not legally have moved there; they remain in place, but if 
they move out, they cannot return (again, until restrictions ease on second 
day). 
2) Be sure to follow reinforcement rule 15.0 carefully. Units enter in column. 
This means Union Turn Four reinforcements can only place three units on the 
board on turn 4 - one each on 2125, 2225, 2326 - end three more each subse- 
quent turn until the entire column has arrived, 
I also play that Confederate must pay Confederate woods movement cost to en- 
ter his own reinforcements at 0627 and 0728, since trails do not exit the 
_mapsheet here. | also require him ta chaose ONE of the above hexes, and enter 
from it as per solumn rules. 
3) I assume Burnside rule 19.2 also applies to his arrival. He is ‘eligible’ 
on turn 9, but you must roll a 'hon-six—Burnside' for his actual arrival. 


LINDA MOSCA replied to this: "It must be remembered that the rules were de- 
signed to RESTRICT, not prohibit Union movement through what in game terms 
we are referring to as 'Woods' hexes. In reality, we are dealing with densely 


£ 15/16/17 g\ Mark Saha: B&G II 


ee ee ek ah ae ima ae ey re ee eR i eR ee rem Smee ey on 


"As regards paragraph 1), I would not consider Clear hexes as Woods, regard- 
less of the surrounding terrain. The intention here is not to strip the Uni- 
on of ALL initiative. You were correct, however, in assuming that Union units 
are permitted to cross partial Woods hexes, but not hexSIDES. In both in- 
stances, 1 stand corrected on my wording." 

"As to the legality of pre-game moves (the units in hexes 0911 and 1117), 
this is simply a case af an accurate order of battle conflicting with the de- 
signer's choice of movement restriction mechanism." 

"The wording and restrictions contained in the Reinforcement Rules were in- 
tentional. Historically, units have always entered battle in march column 

and then deployed from that march column. I am aware that this cannot be ac~ 
complished in one Game-Turn, in the case of the number of units in question." 
"T agree with your decision ta require Confederate units to pay the appra- 
priate MP costs in hexes 0627 and O728 and to choose one of these hexes. 

Your assumptions concerning the Burnside Optional Rule were also correct." 


Tactical comments: ((Mark again)) The Confederate must be extremely bold in 
this game to win, but the tactical melee is wild and exciting. Major Union 
reinforcements arrive Turn 4 in the SE map corner, while the Union supply wa- 
gons (worth 15 points) enter from the NW corner, protected only by the some- 
what unreliable Burnside: 

Thus, my basic Confederate strategy is to impose my forces between these two 
armies. This means striking hard and fast from the W mao edge due E - bagging 
as much of the Union army strung along that road as you can — and try to beat 
the Union Turn 4 reinforcements to Wilderness Tavern. If you can do this, you 
will make it very difficult for them to get into action in the game. 

If the Union on-board forces shift to Wilderness Tavern to stop you, shift 
your own center of gravity ta Spottswood and cut off Burnside and the supply 
wagons when they arrive in the NW on day two (supply wagons always arrive, 
whether Burnside shows or not). 

Overall, I don't plan as Confederate to hald any of the three geographic ob- 
jectives (Spottswood, Wilderness Tavern, Hickman), but rather to win on at- 
trition points by making the Federal respond too much. Some amazing battles 
have resulted; in one, both armies were on reversed fronts! The Confederates 
around Spattsweod were defending against Burnside to the NW and Union Turn 4 
arrivals at Wilderness Tavern; while the Union at Wilderness Tavern, in turn, 
had a reversed front against Confederate reinforcements from 0627! The zre- 
sult was a Confederate wipe, but only because Union kept their supply wagons 
and took territorial objectives. Their casualties were a Union loss. 


This game is fun solitaire or two player. Only tricky thing about solitaire 

is to remember that mavement costs are different for Union and Confederate. 

Also, a hypothetical ‘Lethargic Union Army! scenario is included, where the 

entire Unicnm army enters from the north, while the rebels try to channel the 
invasion by siezing the Rapidan river fords. Perhaps more balanced, but also 
more Conventional. Beginners would feel more at home with it, but personally 
~ I'd rather lose as Confederate. What a great way to got 


"Chattanooga" (Frederick Georgian). I visited Chattanooga a couple of years 
ago, and can attest to the fact thet from Lookout Mountain you can see every~ 
thing on this mapsheet - and more. It's quite beautiful. And the fect that 
you can see the entire theatre from there, as if on a wargame mapsheet, is 
incorporated into the game by a rule that the Union may only move 11 units 
per turn until they take Lookout Mountain, after which they can move 18 

units per turn. Also, certain Union reinforcements are exempt from this limi- 
tation on the first day of battle, and Union artillery cannot move (the sol- 
diers ate their horses during the hard months of Confederate siege), so with 
the mountain in possession the Union can pretty much move all he's got. Thus, 
although Lookout Mountain has no VP value to either side, a quick Union as-~ 
sault will not only improve his mobility but outflank an entrenched line of 
Confederate rifle pits. Thus, the gamed ‘Battle of the Clouds’ is usually 

the jumping off point of the game as well as the historical event. 
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The battle itself is a very big, almost setpiece, affair; in some ways like 
"Wagram". The main Confederate line (and Union objective) is Missionary Ricge, 
which runs N/S along the E map edge. Lookout Mountain is toward the SW map ed- 
ge, and Confederate Rifle Pit Lines connect the ridge with the mountain. The 
huge NW third of the mapsheet is dominated by the meandering "S" of the Ten- 
nessee river, with Chattanooga tucked within the fold of the "5S". 

Thus, the Union has three fronts; in the NE, an assault on the northern flank 
of Missionary ridge; in the SW, an assault force for Lookout Mountain; and in 
the center, the main Union force in Chattanooga, behind their own entrench- 
ments, facing Confederate Rifle Pits. 

What makes the game interesting is that, in order to bring Union numerical 
superiority to bear, flank attacks must first be made in NE and SW, to ‘join 
up'.the entire force and give it mobility. Georgian, whom readers of "moves" 
know to be one af the most subtle tacticians of the hobby, cautions against 

a number of traps an overanxious Union player can fall into - such as trying 
to penetrate the weak Confederate center too early, and being pocketed your- 
self. Also, the Confederate is not passive. He can make his own local attacks, 
reinforcing Lookout Mountain, and attempting ta cut off the northern Union 
wing by siezing the bridges at Citico Creek. However, the main Confederate 
advantage is that Union artillery cannot move, so when the Union player out- 
runs it, he must use infantry sacrifice for his diversianary attacks. Any 
Confederate counterattack that will channel the Union assault should be con- 
sidered; but consider also whether you will be driving within range of Union 
artillery, and if that trade-off is worth it. 


Personally, as Union player, I like a first turn gamble using my artillery at 
0921 to attack Confederate at 1222 in coordination with an assault on the Re- 
bel Rifle Pits at 1323 or even 1423/1523. This is risky, yielding a 1:1 or 
2:1 at best, but I reason (1) at this early stage, I can afford having these 
units lose ‘Attack Effectiveness! ~ since I can't move everything anyway! 

(2) The rewards of. success are substantial, as it becomes VERY difficult for 
the Confederate to reinforce Lookout Mountain! You've linked your SW and Cen- 
ter forces on Turn One! ; 

Confederates should remember that hex 1025 denotes control of Lookout Moun-= 
tain - so don't deploy so that Union can move adjacent to this hex in Advance 
after Combat! Better garrison the hex (it doubles defenders) with 18-24 fac- 
tors and pray for rotten Union die rolls. . 

Both sides should mark Union objective hexes on Missionary Ridge with blank 
counters - lest you forget the real assault hexes. Chattanooga and the two 
forst are ‘false! Confederate objectives; they have a point value mainly to 
keep the Union player honest, NOT to indicate you should TRY for them. Also 
note killing a small unit is worth as much as a large unit. 

Finally, a persanal note: I am not sure I could scale Lookout Mountain unop- 
posed! It's a whopping high and steep and trecherous Clavt?Ts about the. only 
advantage the Union had was that Confederate artillery there could not fire 
down the steep slope (a fact not incorporated into this game Eecause of game 
scale). The mapsheet is quite faithful to what I saw up there. I like this 
game because, like "Wagram", it's a large. set-piece, RATIONAL battle. Some- 
thing for the thinking man. But with a hell of a lot of scope and action. 


"Fredericksburg" (Joe Angiollilio) simulates the bloody Union repulse against 


the heights outside this town in 1862. Joe Johnson - a Confederate general 
out west, I believe, is said to have marveled when he learned the Union ac- 
tually assaulted Lee's entrenched heights, exclaiming, "What luck some peop- 


le have. Noboy will ever attack you or I in such a place." 

Designer Angiollilo makes it a game by assuming that, had the Union made bet- 
ter progress with fewer losses on that first day, the operation might net ha- 
ve been called off. Thus, the game runs two days as opposed to the historical 
battle's one day. But - the only real Union objective on the FiLeet hey is: “EO 
stay in the game by taking a minimum objective (one of three) and not excese- 
ding maximum losses; if he succeeds, the game continues a second day and he 
has a chance to win the battle. 


Joe Angiollilo and Richard Berg were the two ‘troublemakers! of the B&G Il 
aued, “in thet nea ther: Tele comfortable within the confines of the B&G system. 
"They brought with them some very strange ideas," says the developer (Curran) 
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in "moves" 25. "It was necessary to show them the error of their ways." What 
frustrated Berg and Angiollilio most, it would seem, was that the mapsheet 
area and low countermix of the quad system was inadequate to incorportate 
the substantial amount of research these two 'heavy' veterans did on their 
subjects. The result is a little more complexity than is usual in a quad ga- 
me; especially, it is found in Vs that include exiting the mapsheet, Tacti- 
vating' immobile units, and including a few division counters (i.e., ‘super! 
units with a combat value of up to '20') in a game that Basically brigade 
{combat strength 6 to 8) level game. 

The result is not a bad game. In fact, it is a good game and quite challien- 
ging. But, for a quad, it is not a good geme for a beginner. You should 

mark victory hexes - and each player should have VCs and optional rules han~ 
dy. The game is quite rich in tactical detail and subtlty, and certainly no 
more difficult than other operational games such as "Nato" or "Russian Cam- 
paign". But a little heavy for a quad. 


"Hooker and Lee" (Richard Berg): A chance to review the reviewer! Break out 
the stale ammunition, it's cheap shot time. No - not really. Actually, this 
is very much of a fun little game. Like Mosca's "Wilderness" study, it looks 
at an extremely unorthodox military situation, which grows more unorthodox 
by the minute! 

Those who have AH's "Chancellorsville" are familiar with the dramatic Hooker 
flank to the Wilderness that opens the game. Richard Berg has always come 
plained that although the AH game duplicates the historical ‘Hooker flank to 
the Wilderness' quite dramatically, the game then becomes a ‘What-If' by as- 
suming Hooker had not lost his nerve and been bluffed into retreat by Lee. 
Berg is right, of course; but that doesn't make AH's "Chancellorsville" any 
the less excellent as a game. 

Berg, as promised, does indeed show how Hooker was bluffed; and, indeed, be- 
fore your very eyes, you Can see Lee's outnumbered forces, with right flank 
dangling in thin air, divide AGAIN, exiting as much as he dares off the S 
map edge to reenter the W edge behind the Union! It's fescinating and in- 
structive. But, I must add, not necessarily ‘better’ than AH. 

How has Berg pulled off this wonder? Mainly, by dumping on the Union worse 
than Dunnigan did on the French in the Idiot's Game of “France, 1940". Union 
units (1) may not stack, (2) may move only six units per turn, (3) no 'At- 
tack Effectiveness’ rule to discourage low odds Confederate attacks; not to 
mention delayed reinforcements and possible demoralization (both sides being 
subject to this). The question that comes to mind being: How did a Union ar- 
my subject to such restrictions manage ta execute this brilliant "Hooker 
flankt in the first place? How did they GET HERE? 

Obviously, the game simply assumes we are dealing with a paralized Hooker. 

I can accept that, just as I can accept a Hooker who didn't panic in the AH 
game. An on those assumptions, “Hooker and Lee™ becomes one heck of a fun 
game to play - solitaire or two-player - but, again, the situation is so un- 
arthodox that a new gamer would, I fear, find himself totally stumped as to 
what constitutes a good move for either side. I myself prefer to play soli- 
taire because both sides are so much fun! The challenge of reacting by mo- 
ving only six units as Union; and the fun as Confederate of posing more si- 
multaneous threats than the Union can counter with six units. Moreover, the 
game does appear to be balanced, as promised by Mister Berg, though some 
pretty wierd and heywire things can happen - especially two-player, where 
you don't know what the other fellow is thinking. 

Thank you, Richard. It's nice. a 


"Grand Chancellorsville" (Richard Berg) is a monster game in which the "Fre- 
dericksburg" and "Hooker and Lee" maps are joined (you must trim the margin 
from the W edge of the "Fredericksburg" map to accomplish this) to form one 
huge map for quite sophisticated but still fun Campaign Game. Extra unit 
counters - not otherwise used in the quad - fill out this 0B, along with op- 
tional Leader counters. Quite nice. Still not enough map space or counters 
for Berg or Angiollilo's comfort - and too complex for a beginner - but ‘big, 
dumb, and fun't. Runs 20 game turns, and no eye-strain. 


Summing up: B&G II is definitely one of the better and more sophisticated of 
the quad series, and possibly the best so far. The period quads have always 
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been more realistic than the modern period ‘abstractions'; B&G II largely re- 
tains the period realism while exploring the greater depth and subtity that 
only the modern quads previously offered. New gamers are advised to start with: 
"Napoleon at War" or "Blue & Grey I"; but for Con play B&G I and Il are a set 
of real value. 


Finally, with all this attention on the Fredericksburg area (three quad ga- 
mes set on the AH "Chancellorsvilie" board area), Europeans who wish to 

learn why this was so important may wish to consult Joe Angiollilio's "Four 
Roads to Richmond" (written with Richard Hamblen) in "The General" 12/6. 
SPI's. "Lee Moves North" and extremely exciting "Wilterness Campaign" give ex- 
cellent strategoc overview of this arena (both are hidden movement games, ma~ 
king solitaire impractical). Battleline's "Shenandoah" completes the picture 
of the American Civil War (ACW) on the Eastern Seaboard. Anyone who has play- 
ed all these games will have an excellent understanding of how and why these 
events took place. , 

Items: For pure 'realism', AH's three step dispersion system in "Chancellors- 
ville" remains the most dramatic and playable. Both sides actually see their 
armies growing gradually weaker. SPI's ‘Attack Effectiveness’ rule suffers 

in that at the end of a day both side make ridiculous low-odds attacks, 
knowing they will ‘instantly' recover overnight. ((The instant-warrior ef- 
fect. «wih & 

Also, I might mention that SPI's "Chickamauga" map can be joined to the "Chat- 
tanooga" map. A campaign game is impractical because of the long siege of 
Chattanooga which followed Chickamauga. Nonetheless, joining the two maps is 
an immense help in understanding the logic of the wild melee that Chickamau- 
ga usually turns out to be, so it was a nice touch that this was done. 


{(The Quad is available from SPI, $12, as Z=Pack: Bil, the single Folio Ga- 
mes: £5 each.)) 


SUMMING UP: B&G VS MODERN BATTLES QUADRIGAMES (by Mark Saha, USA) 


Personally, if. 1 had to choose between B&G and Modern Battles (MB), it seems 
to me that B&G is better as an 'all around! game package. ((Mark speaks of 
B&G I here, but I feel most is true for B&G II too)). There are several rea-~ 
sons for this. First, it's far easier to play any of the B&G games solitaire 
and they are a sheer delight even played alone. MB are a bit harder, especi- 
ally using the abstract Special Weapons rules. Also, oddly enough, although 
both sets use almost the identical game system, MB is much more abstract and 
thus less 'realistic'. In fact, one could almost begin to question whether 
they qualify as ‘simulation’ games. 

The reason for this is simple, if you think about it. Rigid ZOCs, applied to 
Civil War infantry divisions, is realistic: once entire divisions become en- 
gaged in combat, a disengagement and withdrawal can become a very tricky ope- 
ration. So that is pretty realistic. But apply the same game system to, say, 
Btl of Wiirzburg ~ and, suddenly, you have an American helicopter 'stuck' ag- 
ainst a Russian tank, unable to withdraw from its ZOQC! Also, those of us who 
have playéd so very many tactical tank games utilizing the ‘fire over distan- 
ce' system (PzBl, Kampfpanzer, Tank, etc) find it odd and funny to see tanks 
‘stuck’ like glue to each other. Even AH's "Bulge" has an optional rule, al- 
lowing armored units to disengage from 'Engaged' situations (leaving infant- 
ry behind). 

Now, this is not to say MB is not a good set of Quads. They are excellent, 
shallenging and highly sophisticated games. So, overall, I would advise tho- 
se who cannot order both Quads to consider: 1) If you have seen and played 
S&T's "Sixth Fleet" game and liked it, you will like MB. But if you found 
"Sixth Fleet" too abstract, the same applies to MB. 2) If you are very inte- 
rested in current events, you will like MB despite the abstractions. They 

are good, critical, in depth studies of the fundamental problems of these 
‘trouble areas’ in the world today. 3) If you are a 'fun' game player, you'll 
- probably find B&G easier and more fun for the time and effort required. 4) 
And, if a beginner, B&G is definitely suggested. I doubt a beginner could ma- 
ke much 'sumulation sense/ of the abstract MBs. 5) Finally, remember these 
Quad games are available individually in folio editions. The best game of 
both sets (B&G I/MB), for my money, is "Chickamauga": very wild, mobile af- 
fair that is different every time and won't get played out for quite some time. 
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ABOUT SPI'S QUADRI-GAMES & DUNNIGAN (by Mark Saha) 


Walter reports from Europe that a few people seem to be getting a bit tired 
of all the SPI QuadriGames, and some Europeans have been disappointed of la- 
té in the S&T issue ‘games. He has asked my opinion about whether Ameracans 
share this attitude. Obviously, I don't have my fingers on the pulse of the 
~gamers of America... All I can do is throw in two cents, and if enough other 

F readers (c'mon, guys!) do the same, we'll have a buck's worth of opinion 
on the subject. We American will do this only if you Europeans do the same. 
Why should we tell you what WE think, if you don't tell us whet YOU think? 
We subscribe to E to find out about Europe, not to have our own American opi-~ 
ninons make a cound trip to Switzerland: 

Anyway, enough generalities. To get opinionated: 


1) What I have LIKED about the Quads is that they offer in their variety the 
opportunity to sit down and play a NEW game with a friend on the casual spur 
of the moment without having to master a whole new game system. It's pieasant 
and easy, in this regard. And nice to have a stack of unplayed Quads in the 
closet for such occasions (I'm actually working my way through them, bit by 
bit). 

2) The Quads do work best in the Napoleonic and American Civil War (ACW) pe- 
riod, in my opinion. There, they simulate the difficulty af infantry disen- 
gaging once joined in battle. Modern Quad games become more abstract and we~ 
re less satisfying for me, at least at first. Modern period Quads, because 
of their FIF (Final Protective Fire) rules, make them more suitable for ftt 
(face-to-face) play and difficult solitaire games. However, I must say that 
after awhile I've come to ‘swallow! these abstractions, and find "Mukden" 

and "Chinese. Farm" a couple of favorites. "Mukden" is especially nice becau- 
se it's actually three completely different games. Moreover, if you use blank 
counters instead of inverted units to create guerillas you will find it a 
very clean. physical system. 

3) Finally, the Quads are ideal for Cons because they are short and the game 
systems generally familiar to all. They provide richness and variety of pe- 
riod and subject matter while - like chess- bringing together players at a 
Con in which each player may use his "NAW" ("Napoleon at Waterloo") skills 
although neither player may have ever played the particular Quad in question} 


4) About the folio games, they too have tended to be a 'eifth' Quad, what- 
ever THAT is! Jere, indeed, readers have been a bit disappointed. The proab- 
lem as I understand it has been due more to the postal hikes than anything 
else; it's just no longer possible to mail a “Winter War" or "Sixth Fleet" 
mapsheet in an issue. Or - not until recently. Better times ahead - and bet- 
ter games - are upcoming in "S&T"! ((By the way, this article was written 
some months ago; wlih)). Before moving on to that, I might toss out my own 
disappointments, for whatever they're worth. I voted heavy.to see "Oil War". 
I detested the game. This, I feel, is a flaw in SPI's feedback system. They 
honestly believe that title and period pretty much dictate the populerity of 
a game. It doesn't - with me. It's the game treatment that counts. I voted 


against "Frederick the Great" - and love it! A personal favorite! I voted 
for "Oil War" - and find it shallow and trivial, somehow. A geography les- 


son, but little more. Ah, well... 


5) Finally, this brings us back to the Basel Con, and player joking about 
"Napoleon at Chinese Farm", etc. The answer to that is simple: Stop buying 
QuadriGames... SPI alone published 41 games in-1975 ((and at about the same 
amount in 1976))3; granted many were Quads or Folio/Quad:NAWs, but many others 
were not. "Invasion: America" is “big, dumb, and fun" and for two, three, 

or four players. Ideal Con play; and, the rules are about the same as an AH 
classic, so you can get into that as easily as a Quad. Another great, great, 
GREAT Con game is SPI's magnificent Five Man Multi-Player version of "Battles 
of Bull Run". True, you need to have "moves" 14 for Al Nofi's Five Man Vari- 
ant - and (blush) may also wish to consult my own minor modifications in "mo- 
ves 22. Nonetheless, what's the problem with that? I can't imagine a Con in 
which somebody doesn't subscribe to "moves"! Five-Player "Bull Run" is so 
good it is STILL the most requested game when we have four or five people at 
my apartment, and the only game I've worn out EVEN when played under acrylic 
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sheets! It's simple, fast, fun - and 50 much better than anything else for 
Multi-Player Con action. ("Kingmaker" and "Dippy" fans are reminded of the 
amount of time it can take to complete such games; you can get in several 
"Bull Run farces in the same time period.) : 
Also remember SPI published "Global War" (we did have to wait for the errata), 
the magnificent "Fast Carriers" (for dedicated face-to-face players only; but 
such players are absolutely dedicated to this game, and swear by it with al- 
most religious reverence); the flawed but ambitious "Prestags", "Mech War 77" 
and "Dreadnought", and af course "Frederick the Great". Any one of these can 
easily occupy: the dedicated gamer for a year, and all were offered in 1975. 
Not a bad track record. Personally, I missed any new operational level games 
(& la "Moscow Campaign"/"NATO") but I understand this was pure coincidence 
and not a policy change. 


6) Enter Jim Dunnigan: And who should walk in the door as I write these words 
but Jim Dunnigan himself. I showed Walter's letter to Jim - "Got more feed- 
back for you, Jim" = and put to Dunnigan himself the question Walter has po- 
sed on behalf of European gamers: What ABOUT the Quads and SPI folio games? 


One of the first characteristics I've noticed about Jim Dunnigan is the abso- 
lute hunger for information; he devours anything you place in his hands, and 
stores it away somewhere inside his own mental computer, which I've alsa no- 
ticed has a most admirable retrieval system. What many readers, ancluding my~ 
self, had interpreted as an arrogance in print on JD's part now seems to me 
merely a habit of saying as much as passible in as few words as possible. 


About Quads, Jim's reply was: "What can I say? They sell better than anything 
else we put out. They also draw the highest ratings from readers when we 
feedback new game proposals.” Jim said there will be at least another year 
fairly heavy with SPI QuadriGame sets before tapering off loses 297Gs Cy 
because the demand for them is so heavy and they are played. I was also re- 
minded that it is the heavy sales of the Quads that makes it possible for 
SPI to publish ‘unpopular’ games such as "Fast Carriers" and "Frederick the 
Great". If I recall correctly, the computer readout sheet on all SPI games 
(which he carries arourd in his coat pocket and shows freely) indicates the 
development cost of each SPI gathe and the date upon which they expect to 
break even) "Fast Carriers" had a 413,000 development cost ALONE, and will 
break even - if ever ~ sometime in late 15979. Meanwhile, the Quad games are 
paying for it. 

He agreed that those who are tired of ‘look alike' Quads shauld sample some 
of SPI's other new offerings, of which he is quite proud. for example, theLs 
"Russian Civil War", a multi-player game in their new boxed edition with 
mounted board. "We're taking a chance on that one," he admitted, although he 
says "we HAVE licked the problems of the mounted board getting wrinkled at 
the folds, or I THINK so!" My personal opinion (Mark Saha speaking here) is 
that the Designer's Editions were inferior to AH's bookcase games in every 
respect except for the SPI new bookcase edition plastic sorting tray. I ha- 
ven't seen RCW, but if the game itself is good, it is’ worth the price. Also, 
my experience with "Bull Run" indicates you NEED a mounted board if a multi- 
player game is going to stand the multi-wear. 

About S&T and folio games, Jim has good news for subscribers.-Due to S&7Ts ri- 
se in circulation, they now qualify for a minimum press run with a new prin- 
ter at substantial savings, and intend to pass this along to readers by in- 
cluding at least two full sized games a year. Especially, he's very happy 
about "Panzergroup Guderian: Battle of Smolensk" which will be ((now: was)) 
in S&T 57. However, he warned subscribers that the magazine is going to have 
to include "mostly simple games" because those are the games everybody who 
subscribes can sit and play. "You probably won't see another 'USN' in the 
magazine for awhile," he said. "We can't please everybody, but we try." 


Finally, Jim added that random survey indicate that most feedback cards are 
sent in by gamers age 21 and UNDER, while most games are actually BOUGHT by 
'gronards! - i.e., ‘grumblers', older players - $0 they are trying to figure 
out a way to factar down the undue influence of younger readers on games pro- 
duced. “We DO go by the feedbaox," he said. "We listen." 


((wlh. Jim, by the way, also said that there really will be an errata sheet 
for "Strikeforce One" also... So that novices get used to this too...)) 
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MY FAVORITE QUADRIGAMES (by Mark Saha, USA) 


Tt's becoming more and more fashionable of late far various magazines and or- 
ganizations to vote upon and compile lists. of 'best' games. Walter has on one 
occasion at least suggested I compile such a list for Europeans. 
Personally, I am rather opposed to the ideasin principle, and think in the 
long run it could be harmful to the hobby. What we called the ‘game glu 
within the past year or two is now mellowing out into a hobby with an incre- 
dible amount of richness and variety from which to choose. Thus, to have ha~ 
ve any official list of 'good' and 'bad' games is to dangerously narrow the 
‘limits of what is 'permissible' or ‘acceptable’. This is not to say there 
are not minimum standards of fundamental design quality, but most of the 
larger publishers and a surprising number of amateur games meet such stand- 
ards. And, once you have done that - the rest is taste. Which is not to say 
we should not have ‘best game’ awards, but cnly that such awards should not 
be taken too seriously. You should buy what interests you, and not necessari- 
ly what 'won' in '75 or '76. 
Europeans who want such a list nonetheless are urged to consult Richerd Berg's 
Basic Wargame Library (37 Games You ‘Must! Have) in "moves" 26. He also in- 
cludes his ten 'tbest! and six ‘worst’ games of 1975 (actually this ‘worst 
eight', since Taurus Ltd won a three way tie for first place with their three 
tworet of the worst'). Richard Berg is in my opinion the only man in the hob- 
by. who is qualified to compile such lists. There ere others to be sure who 
-have been active at least as long ~ Tom Uleson and Omar DeWitt, to name but 
two - but Berg is the only man I know who tries to play everything at least 
once. He has also moved into the game designing field himself, and is current- 
ly heading up some major projects for SPI (which will likely cut into his 
game playing time in the future). As a commentator on simulation board war- 
games, not even a Jim Dunnigan can touch Berg's qualifications or general 
knowledge of the field. 


My own list is much more limited in scope and purpose - if not just as sub- 
jective - than those compiled by Berg. I propose to deal only with SPI's 
quadrigame series, and offer two excuses/apologies for doing so. First, SPI 
is turning out mare Quads than anybody except the most dedicated can play; 
and, second, SPI has recently initiated a policy of selling ‘mixed guads'. 
This means you can order four different folio games for the same $12 price 
as a boxed quadrigame. This is a savings of 88, since it would cost £20 to 
buy four games separately. True, you don't get a game tray when using this 
approach, but you really don't need one since the countersheets are limited 
to 100 unit counters. And, you get to ‘cherry pick’ the very best af the 
quadrigames. Hopefully, this list will assist those who wish to order from 
SPI and take advantage of this new option. 


1) Mukden (Modern Battles); a contemporary study of a hypothetical Soviet 
invasion of China and struggle for Mukden (Shenyang). The game is especially 
interesting to me in that it is, as designer Isby says, "a test between two 
rival traditions of tactics". The Soviets conduct an armored blitzkrieg, and 
are opposed by a Chinese infantry skilled in guerilla warfare. Moreover, 
three scenarios constitute three entirely different games. Scenario 1 is a 
Soviet blitz; Scenario 2 studies a Chinese stand at Mukden that makes the 
city a ‘second Stalingrad'; Scenario 3 assumes the Soviet blitz hes success- 
fully passed and excited the map to the south, leaving a rearguard to pro- 
tect the supply line from Chinese guerilla activity. 

"Chinese Farm" is also a terribly interesting game but can be ‘cracked’ and 
played out. "Wiirzburg" is also fun, though US artillery fire power is a bit 
much. Russian must spread the US thin in this one, or massed US artillery 
will leave him without much chance. Overall, "Modern Battles" is a good quad; 
but if I had to choose one - it's “Mukden". 


2?) "Blue & Grey LI";:1 have to include this entire set, because it is just 
plain worth the money. "Hooker and Lee" (Berg) and "Fredericksburg" (Angiolil- 
lo) may be combined to form "Grand Chencellorsville", surely the biggest and 
most ambitions quad offering to date. Mosca'’s "Battle of the Wilderness” is 


absolutely fascinating because, like "Mukden", it is a study of two armies 
with highly dafferent tactical capabilities/problems; this is sa fascinating 
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as to forgive playbalance that is less than 50/50. And, having gone this far, 
"Chattanooga" is just e damn fine 'big' setpiece battle. Overall, the most 
consistent quad to date. 

3) "Chickamauga" (Blue & Grey I};. again, this is a sprawling, freewheeling 
battle without a front. Many many different ways to win - or lose - in @ con- 
stantly changing fluid situation that is decidely not for the lethargic or 
faint of heart. 

4 "Wagram" (Nap at War); again, a very large 'setpiece’ battle with many 
different ways to win or lose for both sides, Napoleon must also fight with 
an eye te his right flank to see whether Archduke John will join the frey or 
simply sit and watch as he did historically. Richard Plock estimates that 
‘John! will enter the battle 60% of the time, so you will lose more games 
than you will win if you simply assume John's troops are ‘on the moon’. 
"Napoleon at War" is a good set, but "Wagram" is outstanding. Players should 
‘study carefully ALL the various victory conditions and understand them; the 
game will stand many playings. 

5) "Okinawa" (Island War); the campaign game especially provides a rather so- 
lid if long struggle to grind out yardage and seize that which Japan was de- 
termined not to yield. 

The “Island War" quadrigame set has special problems in that these islands 
‘were all unique and each presented special tactical problems - a circumstan- 
cw that does NOT lend itself to 'standard' SPI game systems. Thus, developer 
Ed Curran says in "moves" 25: "Two (designers) approached the games strictly 
as games ... The other two placed more emphasis on history and painful rea~ 
lism." Angiolillo was one of "the other two" and it indeed shows in "Qkina~ 
wa". 

"Island War" may fall short as a set of simulations, but I have a special 
personal affection for them simply beceuse there is little else around that 
deals with them. Until this picture is changed, I'm still looking forward to 
"Island War II" (though I see no plans for it at SPI). 


"Westwall"/"Thirty Years War" : Sorry, but I've not had time to form an opi- 
nion on the first of these and the second has not yet arrived ((summer 76)). 
Therefore, neither is included in this survey ((but "Westwall" got added la- 
ter below)). 


Conclusion: 


Best ‘Mixed Wuad' Buy: Mukden, Wagram, Chickamauga, Arnhem (Runner up: Rema- 
gen, Okinawa). 

Best Quadrigame set: Blue & Grey II 

Best ‘Beginner's’ Games: Shilo (B&G 1), Marengo (Nap at War) 

Best Game: Grand Chancellorsville (o.e. Hooker & Lee + Fredericksburg; B&G2 ) 
Second Place: Mukden, Third Place: Wagram 


((wih.: A general guestion concerning guad games: do you - deer readers - 
agree with the saying that of the four games of a quad set, in the average, 
one is really good/excellent, two are average/mediocre, and the fourth...?7)) 


GAMES I LIKE TO PLAY (Cliff Sayre, USA) 


Simple Games I like to play 


"Napoleon at Waterloo" (SPI). NAW is simple, but interesting. The expansion 
kit provides an introduction to other concepts like stacking and functional 
differentiation of units. I like NAW basic best. There are also some ‘what 
ift variants which appeared in "moves" which can provide some scenawio vari-~ 
ety, if desired. é, 

"Afrika Korps" (AH). AK is fun to play, has a relatively small number of 
units in play and provides for many possible playing strategies. 90me mini- 
games are described in "The General" 10/4 which provide for a shorter game. 
There is also an interesting step reduction variant described in an early 
issue of Fmoves" ((8,25; wlh)). 

"Crete" (S&T 18) offers good possibilities for a hanemade game. There are a 
couple of ambiguous or unclear features in the rules, but the game is a nice 
bonus for those buying the collected back issues in which "Crete" appears. 
The counters can be cut and mounted, or you can make your own an a blank coun- 
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tFivina Circus" (SPI) is simple and fun. I have not played "Richthofen's War" 
(AH}CUnor "Flight in the Skies", I suppose; wih)) so cannot make a compari- 


son. The games are short (or can be) and there are several types of missions. 
Numerous variants and extensions for FC and RW have been published in various 
zines. 

"Bull Run" (SPI) is a two-for-one package. Both battles ere given in the ga- 
me. The game uses the NAW system with a simple step reduction. It also inclu- 
des command control. BR is also a good introduction to SiMov (simultaneous 
movement). 

"Lee vs Meade” (Rand); although the combat factor values sometimes make for 
inaction rather than action, I do enjoy this game for the historical setting 
and innovative game system. This version of the battle at Gettysburg can be 
played in several variations to give some variety. The separate version (pub 
by Gamut of Games) has a simple stepdown system. 

"Borodino" (SPI); game system is the same as NAW. Several articles in vari- 
cus zines have proposed supply and other rules as well as discussed play tac- 
tics. The multiple scenarios provide more variety than NAW. 

"Campaigns of General MacArthur" (RG1). This is a very simple game (cf £ 68, 
67). it is a three-in-one package: Korea, New Guinea Campaign, and Invasion 
of the Philippines. It is a point-to-point movement system, unlike the hex 
maps of the previous games. The NG scenario is interesting because of the 
situation and relatively small number of counters. The games go fast and 
(contrary to many reviews) the play tactics can be quite subtle. The game may 
not have the historic authenticity of the previous candidates, but it is fun. 
"Napoleon" (Gamma Two). This is also a point-to-point movement game of Napo- 
Veon's final campaign culminating at Waterloo. The game has a novel combat 
system which (somewhat abstractly) simulates the tactics of the era. Rather 
than heaping up counters at a point, the battle is set up off the board. The 
game also uses wooden blocks rather than the standerd counters which make a 
simple step reduction system possible and also afford limited intelligence 
untél combat occurs. The one defect is movement restrictions which tend to 
ceuse the players to gather in clumps of forces as they move rather than de- 
ploy in a retional strategic manner. The rules are simple and short and the 
game plays in a couple of hours. 


Games of Intermediate Complexity Which I enjoy 


More complex,to me,means more units and more things to keep track of. The 
conceptual requirements for these games may not be much greater than the 'sim- 
ple' games cited above. It should also be understood that I tend to be more 
interested in naval games, WWI games and the ACW (Am Civil War). Hence, my 
biases in subject matter are also reflected in the discussion. I prefer real 
or potential military situations as game subjects so that abstract situation 
boardgames such as "Blitzkrieg", "Kriegspiel", and "Tactics II" do not ap- 
peal to me. 


"Anzio Beachhead" (S&T 20) is quite enjoyable. Normally the complex, phased 
movement would turn me off, but the entire game is short enough, the number 
of units small enough and the overall play af the game interesting enough 
that I have replayed it on a number of occasions. As 1 recall, it was desig- 
ned by Dave Williams, the designer of the original version of "Anzio". 
"Bataan" (Balboa) revived my memories of a visit to Corregidor during a year 
in the Philippines (1968). It recreates the hopeless situation which the US 
and Filipino found themselves in at the outbreak of WWII in the Pacific The- 
ater. The challenge in the game is to win within the prescribed victory con- 
dition, that is survival through turn 10 for the UASFEE ‘player,-er early 
victory by the Japanese player (who's real strength does not arrive until 
Turns 5-7). 

"Cambrai 1917" (Rand) provides a real test of tactical skill for bath sides. 
Haw far should the British advance before digging in to meet the rising Ger- 
man strength? Can the German survive the first few turns in order to be able 
to turn the British back? 

"Chaco" (GDW) is a gem do-it-yourself kit. The game can be readily expanded 
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using numerous optional rules. Even the basic version,with the interesting 
‘patrol! feature provides a very enjoyable game. The game is a numbers versus 
quality contest with strategic problems related to offensive and defensive 
deployment across rather wide fronts. 

"CA" and "Dreadnought" (SPI) are very enjoyable. They have (with some limita- 
tions) the flavor of ship-to-ship tactical naval combat, without the (to me) 
tedium of naval miniatures book-keeping. My penchant for relative simplicity 
usually is met by limiting the actions to a maximum of 8-12 units for either 
side. This limitation makes for reasonably active games which can be comple- 
ted in a couple of hours. 

"Khalkhin-Gol" (SDC) is a situation somewhat reminiscent of "Chaco" with a 
long front and an inadequate number of units to produce a continuous battle- 
line. The battle is fluid with the players attempting to deploy sufficient | 
units for adequate defense and, at the same time, providing either an offen- 
sive striking force or mobile reserve. A simple flip-over step system and 
ranged artillery give the game a somewhat different flavor from the usual 
combat systems. 

"Overlord" (CGC) is a challenge for the German player to contain the mush 
rooming strength of the Allied landing forces. The Allies also have to fight 
the terrain surrounding the beach area in order to attain their victory 
within the scope of the game. Air units and naval gunfire support often can 
provide the difference between success and failure. 
"SSN" (GDW) ehould have been listed with the simple games, but I had not 
played it at the time the previous article was written ((and I, wlh, didn't 
reorganize it - sorry.)) It is an interesting and well-conceived game cove- 
ring hypothetical ASW operations in the 1970s. As an ex-naval officer with 
ASW training (ce 1950), "SSN" provides an exciting glimpse at the designer's 
cancept of the contemporary ASW scene. 

"Winter War" (S&T/SP1) sat on my shelf for quite a while. 1 became interes- 
ted in the reviews and comments and decided to give it a try. WW is a good 
game. Perhaps the most intriguing problem is the disposition of units. Like 
"Chaco" and "Khalkhin-Gol", the fighting is fluid and without a continuous 
front. It is a struggle of large numbers versus quality. An eventual outcome 
is pretty clear, but the trick is for the Russian player to win within the 
compass of the game victory conditions. An additional feature of interest 
(at the time the game was published) were the scenario variations which 
could be used to change the balance and flavor of the game, if one tired of 
the straight basis version. b 

"Verdun" (CGC). John Hill's "Verdun" violates two precepts which normally 
turn me away... large number of units and a long game. Nevertheless, 
I'm hooked. The WWI era, the topic, and the way he has executed the game over- 
came my usual biases. The alternate OBs provide a means of balancing the ga- 
me for players of unequal experience or for producing a different flavor to 
the game. There is an opportunity to develop tactics which have better chan- 
ces of success than shoveling gigantic stacks of units in front of the ob- 
jective. The devastating effect of artillery and the futility of such massive 
waste for a few square miles of territory are built into the game. 


Complex Games I like 


The introduction to my list of game with intermediate complexity spoke about 
my biases and interests, so that I will not repeat those notions here. Suffi- 
ce it to say that, to me, a complex game means book-keeping, large numbers 

of units, multiple phases, difficult rules, or some combination of these 
characteristics. 

There are only three tactical land warfare games on my list: 


"Armageddon" (S&T) is one of the three. The scenarios involve a relatively 
modest number of units (or large ones do not suffer by cutting the number of 
prescribed units in half) and the tacticel combat system is nicely done. 
"Missile Boat" (Rand) is an enjoyable tactical naval game. The scenarios can 
range from WWII to contemporary times and there is enough data in the desig- 
ner's notes to add additional units, if desired. A type of naval minietures 
book-keeping has been rendéred so painless by the creative graphic. play aids 
that one can enjoy the play of the game rather than feel a captive of the 
game system. 


